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4.COWT SOFIA 


Across the room a gorgeous blonde in skin-tight leather 


beckons for you. Is it the start of a wet dream? No, it’s a 




beating by Sofia, Battle Arena Toshinden’s ™ Queen 


of Pain. The Sony® PlayStation™ is the only place where 
multiple camera angles, 360-degree movement and epic 


3-D graphics add up to some of the most memorable 


massacres ever. Save your quarters and look for 


Battle Arena Toshinden and 50 other titles including 
Mortal Kombat' 3 on the PlayStation before Christmas. 


PlayStation 


To find out more about PlayStation call 1-800-239-SONY (7669) or http: //www.sony.com. Sony is a registered trademark of Sony Corporation. PlayStation 
and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. Toshinden and its characters are trademarks of Takara, Co. Ltd. ©1995 
Takara. Mortal Kombar3 © 1995 Midway Manufacturing Company. All rights reserved. Used under license. Mortal Kombat is a trademark of Midway 
Manufactunng Company. Developed by Williams® Entertainment Inc. Williams is a registered trademark® WMS Games Inc. ©1995 Sony Electronic 
Publishing Company. All rights reserved. Call 1-800-771-3772 for Information on Game Ratings. Call 1-800-771-3772 for Information on Game Ratings 
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AUDIT BUREAU OF CIRCULATIONS 


September means two things: the official 
launch of the Sony PlayStation, and some new 
innovations here at GameFan. We've made 
some changes this month that we think you’ll 
really like. 

First off, we've added three new faces to 
Viewpoint and made it bigger and better. 
Saturn and PlayStation development is at a 
fever pitch, and more new systems are on the 
way. Five points of view insure you’ll get the 
best reviews possible. 

Also debuting this month is the all new GEN- 
32. This new section was developed to make 
you aware of the changes that take place 
when a game is ported lor American con¬ 
sumption. By reviewing these titles first as 
Japanese games and then later as U.S. releas¬ 
es, you’ll be informed on what you’re NOT get¬ 
ting or, what you’re getting extra. This section 
is a direct result ol your input. There's been 


We'll also preview and review titles exclu¬ 
sive to Japan in GEN-32. So if you see some¬ 
thing you like and it’s not on the U.S. sched¬ 
ule, let us know and we’ll pass it along. Your 
feedback is paramount, so keep those letters 
coming! 

We’ve also added an editors’ and develop¬ 
ers’ top ten, where each month, guest devel¬ 
opers will let us in on what they’re playing. 

We are entering an era of unparalleled 
home entertainment, evident in the over 50 
pages of 32-bit coverage in this issue, and it’s 
only going to get better. The quality of the 
games we’re playing are going beyond our 
expectations. The next generation has 
breathed new life into every aspect of gam¬ 
ing, including GameFan.... Stay right here for 
the absolute guaranteed best coverage on the 
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for Metropia! 


YOUR ENEMIES 
*ONS AND 5 ITEMS 


WEAPONS AT A 
100 WEAPON 


NTY DIFFERENT 


SuperNES 


SuperNES 
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For more information on Phantom 2040 Video Games 
call 1-800-469-2539 


ALSO AVAILABLE ON VIDEOCASSETTE 
WHEREVER VIDEOS ARE SOLD 
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Is official seal is your assurance 


that this product meets the highest quality standards of SEGA™. Buy games and accessories with this seal to be sure that they the Se 


ith the Sega Saturn™ 


Saddle up. ’Cause at dawn you ride 
the death pony. And it’s gonna be 
pure neck-snapping, retina-tearing 

speed! You see, SdLar Eclipse” 
boasts third generation 3D technology 
for the highest frame rate ever. That means 
tent-pitching velocity for our latest space 
combat n' carnage convention. But hey, it's more 
than some cosmic speed trip. Your mission's 
to battle a computer gone HAL-with all the 
high-tech weaponry your top gunWS’t CbfGQIIl 
can handle. And where are you dancin’ 
this metallic lambada? On the new 
Sega Saturn’ , 0 f course. Oh yeah, you'll be 
smokin’ mister. But don't bother cracking a 
window. It's 32-bits of SOlaT 

windburn out there. 




Pick from a shiny collection of do-it-yourself death tools. E-Z 
High Explosive Plasma Guns, convenient Thermal Tracking 
Missiles, handy Pulse Laser Cannons. (Tool belt not included.) 



Choose cockpit or chase plane view while screaming thru 3D 
texture-mapped worlds. Jagged asteroid fields, fiery planet 
surfaces, lava filled caverns, and other sunny destinations. 



Working around the clock, scientists in our speed lab achieved 
hyper-realistic Full Motion Graphics. Our secret? Ass-kicking 
proprietary engine parallel processing with Ed’s 72 Pinto. 



Meet Claudia Christian as the tough Major Kelt—She’s nursing an intergalactic grudge against 
you the size of Uranus. 40 minutes of Full Motion Video let her hone her ball-busting ways. 



Call 1-800-771-3772 for game rating information. 

Crystal Dynamics and Solar Eclipse are trademarks of Crystal Dynamics. Sega and Sega 
Saturn are trademarks of SEGA ENTERPRISES, LTD. ©1995 Crystal Dynamics. All rights reserved. 
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TEKKEN 2 

More characters, more 
moves, and more 
texture mapping power h 
incredible arcade sequel 


TEKKEN 2 

More characters, 
moves, and more 
texture mapping p 
incredible arcade 


GET LOADED! 

Prepare for complete 
testosterone pumping rbayhem 
The meek need not apply! 
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With the launch Of 
the PlayStation in 
September, Sony's 
gearing up for thier 
biggest debut since 
the Walkman. 


BLADE FORCE 
PAGE 58 

mm 4^ 


EDITORIAL ZONE 
MOST WANIEfl/TOP TEN 

mmm l _ 

HOCUS POCUS 

AN INTERVIEW WITH STEVE RACE 


PLAYSTATION NATION 


JAGUAR’S DOMAIN 
32X-CITEMENT 
GEN 32 


SF ALPHA BOSS CODES 

PAGE 64 GF1B 
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THE REAL GA 
BEGINS THURSDAY 


TH 



TEAM-UP AS BATMAN " OVER 125 AWESOME MOVES, REAL DIGITIZED CHARACTERS OVER 80 UNBELIEVABLE 
AND ROBIN'"* GADGETS AND ATTACKS! AND BACKGROUNDS! STAGES! 

B R X M R N“ 


FOREVER 


THE VIDEO GAM 


SUPER NES 


GENESIS' GAME BOY GAME GEAR 


FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE 
ESRB AT 1 -800-771 -3772. ‘BATMAN and all related elements are the property of DC Comics TM & © 1995. All rights reserved. Acclaim is 
a division and registered trademark of Acclaim Entertainment, Inc. © 1995 Acclaim Entertainment, Inc. All rights reserved. Nintendo, Super 
Nintendo Entertainment System, Game Boy and the Official Seals are registered trademarks of Nintendo of America, Inc. © 1991 Nintendo 
of America, Inc. Sega, Genesis and Game Gear are trademarks of Sega Enterprises, Ltd. All Rights Reserved. 
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READERS’TOP TEN 


1. Donkey Kong Country-SNES 

2. Mortal Kombat II- SNES 

3. NBA Jam T.E.-SNES 

4. Final Fantasy III- SNES 

5. Earthworm Jim- Genesis 

6. Doom-Jaguar 

7. Gex- 3DO 

8. Samurai Shodown 2- Neo Geo 

9. Panzer Dragoon- Saturn 
lO.Super SFII Turbo- 3DO 




EDITORS’ TOP TEN 

1. Street Fighter Alpha- Arcade 

2. Yoshi’s Island- SNES 

3. Tekken 2- Arcade 

4. Bug!- Saturn 

5. Astal- Saturn 

6. Clockwork Knight 2- Saturn 

7. Loaded- PlayStation 

8. Red Alarm- Virtual Boy 

9. Shinobi Legions- Saturn 

10. Jumping Flash- PlayStation 



READERS’ MOST WANTED 


1. Killer Instinct - Ultra 64 

2. Mortal Kombat III - SNES 

3. Virtua Fighter 2 - Saturn 

4. Toshinden - PlayStation 

5. Daytona USA - Saturn 

6. Earthworm Jim 2 - SNES 

7. Street Fighter: Movie- Multi 

8. Donkey Kong Country 2- SNES 

9. Chrono Trigger- SNES 

10. Primal Rage-Jaguar 


iW 




DEVELOPER’S TOP TEN 

1. Virtua Fighter Remix- Saturn 

2. Ridge Racer- PlayStation 

3. Daytona USA- Saturn 

4. Jumping Flash- PlayStation 

5. Panzer Dragoon- Saturn 

6. Toshinden- PlayStation 

7. Viewpoint- Neo-CD 

8. FIFA ‘95- 3DO 

9. Motor Toon Racing- PlayStation 

10. Earthworm Jim- Sega CD 


THIS MONTH'S WEST DEVELOPER: 

David Peppy ol Shiny 



Win TH UK SYSTEM IF YM CMICi! M1BHIJM 

All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren t out yet, 
on a piece of paper or a postcard then send them to: GAME FAN TOP TEN 5137 Clareton Dr., Suite 210 Agoura Hills,CA 91301 

First Prize: Second Prize: Third Prize: 

Your choice of a core SNES, Your choice of one of the Picks A FREE year of Diehard Game Fan! 

GENESIS, or GAME GEAR. of the Month in Viewpoint. The best magazine in the Universe! 

Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21st of each month. The three (3) winners will be notified 
1 by mail and listed on this page. For a complete list of rules and regulations write GameFan Top Ten with self addressed & stamped envelope. 


tii ipitilaflin 

to this month’s winners: 

First Prize: 

Toil Fue Yang Minneaplolis.MN 

Second Prize: 

Adam Danielson Fresno, CA 

Third Prize: 

B’nest Redding Monticello, GA 








































- Primal Rag e™ 

-A ravaged Earth. 

I Seven gods ‘ on the 
-loose. A battle for 
[supremacy. The Arcade 
[ Game of the Year comes 
-to Jaguar CD. (Coming 


Max Fore e™ 

■ 

' First-person action. 

- Nerf-spewing ■ weapons. 
[At the Max Force 
-Virtual Training 
-Facility, you may- not 
[get killed ...just 
■ humi1iated. (Coming 
.in October) 


iHigh-sticking, "hip- 
/checking, hockey 
■mayhem: With all 
|j|.the. power, color, ■ 
(and speed of 
Jaguar. Zoom in on 
the action from 
^multiple camera 
*» view's-. (Coming in 
‘‘October) 


I The surreal is. tic PC’ 
s adventure of the decade 
..comes to life on Jaguar 
‘ .faster and more 

colorful than on any 
^ other planet. (Coming in 
September) 




HI 


t- caa 


To locate the authorized Jaguar 
sure to get a parent's permiss 
access this area 24 hours 2 
Jaguar, the Jaguar logo, VI 
94089-1302. Made in the U.i 
Manufacturer's Suggested Net 
and is officially licensed 


it you, call 1 1800)GO-ATARI. For J 
ling. A touchtone phone is requi 
AN information is available in ti 
Machine, Battletnorph are tradenw 
itic and imported components. All right 
:or the Jaguar CD Player. Prices may va 
by Brett Hull and the National Hockey League Player 


t. is 95 cents per minute). If you are under 18, be 
ati Gaming Forum on CompuServe. Type GO JAGUAR to 
this area 24 hours a day. ATARI, the Atari logo. 
Copyright 1995, Atari Corporation, Sunnyvale, Ca. 
o properties of their respective owners. $149 is 
Brett Hull Hockey is a trademark of Accolade, Inc. 
lockey League Players Association and is used under 







































































































































































This cybermorph 
|sequel takes you 
•through new mis- Hi 
Isions, worlds, and Q 
new underwater 
action, as you 
morph from tank to 
amphibian to 
fighter.(Coming in 
October) 


■net earth is dying 
l its inhabitants 
id a new home. 
:erminate the deadly 
.en creatures which 
re taken over the SS 
izon, your space 
.p to the future. 
>ming in October) 


IN SOFTWARE INCLUDED 


Create the most powerful 
game system ever! 

Taguar CD is now 
available in stores for 
onlg $149. 

Experience the digital 
jungle unleashed with 
gour Taguar CD. 
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Legend 

Graphics 
Control 

lay mechanics 
Music 
Originality 



TOSHINDEN 
PLAYSTATION 
SCEA • CD 
FIGHTING 


AIR COMBAT 
PLAYSTATION 
NAMCO • CD 
SIMULATION 


4 
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KILEAK THE BLOOD 
PLAYSTATION 
SCEA • CD 
3D ADV. 


TOTAL ECLIPSE 
PLAYSTATION 
CRYSTAL DYN. • CD 
SHOOTER 



RIDGE RACER 
PLAYSTATION 
SCEA • CD 
RACING 


Take one of my all time favorite 
fighting games, (largely due to the m 
characters’ personality) turn it W * 
inside out, and you’ve got what I like l w | 
to call “Toshinden American Style”. I .* ■• % 

Aside from the busted new voice ■ ■ - -1 
(mainly Sofia’s), Toshinden remains a powerful 
fighter, especially with the new Redbook audio. 
Toshinden has visual force to burn with brill tex¬ 
ture mapping and blazing locales. If you've never 
played the import you will indeed be in poly- 
heaven. No PlayStation should be without it. 


The Japanese version of Toshin- r - :, — 
den is one of my favorite fighting ff, 
games ever, and is quite obvious- r 
ly one of the most groundbreah- . # 
ing home games of all time. This /. / 

is still true of the American ver- ' - - - ' 
sion, but the “minor” changes inflicted on a 
near-perfect game by SCEA caused TSD to 
slip slightly on the Nick Rox Joy Chart. 
Although still a “FANTASTIC!” game, the new 
voices and broken L and R buttons caused 
me much heartbreak. 


fiucMFuiijm 
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Like Ridge Racer, the emphasis in 
Air combat is again focused on the ■ 
cockpit mode in this excellent, F 
beyond arcade quality, flight sim. [ f # 
However, I can live with it here. | ^ 

This is just a great game in every 
way-control, graphics, sound, cinema’s, you 
name it, AC’s got it! Another tip of the scales is 
the excellent challenge and length of this 
game. I can honestly say this is the first flight 
sim I have ever really liked on a home console. 

;i [C];i (Pji IMIi!0[] o O 

© © © d) ®iooi 

If you’re looking for a corridor game wilh rr-— 

an emphasis on puzzle elements, rather \ - 
than heavy carnage, then SCE has a game \ 
for you... not me... you. Kileak is a tad too V 
surreal for me with flying eyeballs and \ 
other strange enemies that seem to have — 
taken little imagination to create. I do more thinking in 
the shower. Much of the game is comprised of throwing 
switches and searching for life support, weapons, etc... 
either make it a good old fashioned bug hunt or a 
strategic force. Ambiance, texture maps, and CG cine¬ 
mas- very nice. Gameplay and theme...zzzzzzzzz 

Ei IMJlSHi 70 

1 © © (z)© ©1 #Oil 

Now here’s some shooting fw—«■! 
power! Crystal Dynamics’ flag- 
ship shooter never looked sorv I 
good! Park this puppy next to a r f J 
3D0 and you wouldn't believe £j i 
the difference. The CG intro, is now crystal 
clear and the game itself looks and plays at 
least twice as good. They’ve also tweaked 
some oi the difficulty and balanced this ver¬ 
sion just right. You just gotta’ have it! 

‘^WWblSOll 


I am one of the few who can live 
without this racer. It feels like I’m m 
sitting on the hood in cockpit F^/ 
mode, and the behind the car view f 0 
simply does not work well. The ■ 

music is indeed some of the best ^- 

ever and the 3D is near arcade perfect, but 
one track and a game show host does not 
make a great racer. I’m sure that 90% of the 
racing population will disagree with me 
because Ridge is near perfect in every way, 1 
it’s just not forjne. YU stick with Daytona. 1 

BUi 2 Mp}i 1Mb BSl loci 
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Crystal has blessed the PSX with- 

a fantastic appetizer for shooters 
to come. As was expected all 00 ty*" 
along, Total Eclipse Turbo totally -?* 
eclipses the 3D0 version! The 

control and animation have been- 

brilliantly re-done, and everything else was 
nicely refined from the original TE! 
Especially noticeable were the super 
smooth scaling and texture mapping 
enhancements like the rolling water. The 
PlayStation is a an amazing 3D machine! 

wmjSi 


Joy, power and force. That’s r, 

Ridge Racer. Perfect graph- v# ..; 
ics, perfect music and per- | 
feet gameplay easily balance L7 i 
out only “one” track (there i .. 1 
are actually 16 totally different track 
layouts with repeating graphics)... lor 
me, at least. It may seem like madness, 
but I simply never get bored ol RR... I 
could play it forever. 


Non-stop Namco joy! What’s up ,&\ .1 
with this sudden power-compa- W .! 
ny? Nearly every PlayStation 1 , 
game they’ve released so tar L? / 
rocks, as is the case here. Air is ~~f 'i 
easily the ultimate flight simulator, it can 
be labeled as such. AC is more of a shoot¬ 
er than a simulator. Joy 3-D, jazzy tunes 
and perfect control add up to a near-per¬ 
fect score. I just wish it was longer. 

I’m not one for corridor games, — 
but even so Kileak is not a good sEf \ .i 

one. Endless chrome walls, 
repetitive if ambient music and a . / 

shocking amount of slowdown - 
are instant turn-offs. The truly cool CG cine¬ 
mas and post-apocalyptic theme are neat, 
but the lack oi gameplay (except for a few 
puzzles') or any type of somewhat-exciting 
hardware effects just ain’t happenin’. 

WWW65I 


Last year when I first saw Toshinden — 

I thought I’d died and gone to texture f\ 

map heaven... since then I think pfe* 
Tekken has proven its superiority in ■ 1 
categories from graphics to game 

play, but BAT remains extremely fun.- 

The SF-style game play is welcome and easy to 
grasp, but it’s not too groundbreaking. The con¬ 
trol could be tighter, the computer could’ve been 
a little less difficult, and I think the roil move is 
cheap. Still, if you don’t own the import, consid¬ 
er BAT one of the “must play” PS launch titles. 


Flight sims are usually PC clunkers- -— 

disguised as video games, but not Air Jj*?. T\ 
Combat! The feeling as you cruise p\ 
over the amazing texture-mapped ' 1 

landscape is unbelievable. It’s a 

complete dogfight atmosphere, from -J 

the voices blaring in your ears to the enemy 
bogeys on your tail. Tons of jets, multiple mis¬ 
sions, and the incredible split-screen vs. mode— 
whoa! I wish AC had a PS-to-PS link option like 
the Psygnosis games, otherwise this is the defini¬ 
tive flight game until Wing Arms for the Saturn. 

p jPMBifflL [Sol 
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After playing all the way through DOOM--i 

on the PC, I swore off the 3D action shoot- 
er forever. I thought “Man, this stuff is all 0 OVr^ 
alike!” Luckily, SCE is here to prove me " 
wrong. Kileak The DNA Imperative (what 

a shameful rename!) features a great-- - 

story and fantastic 3D effects which more than comple¬ 
ment the excellent handling and gameplay. Punctuated 
with wonderful CG cinematic overtures, you are taken 
on a long journey through the caverns to reach your 
objective. After playing this game, I’m more open 
minded toward first-person shooting games. 
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Glorious! Total Eclipse Turbo lea- ——r—| 
tures way more smoothness, speed, m 
and graphic excellence than the P&f ^9 
original 3D0 version could han- J 

dle...l was looking for a VCR when I 

saw the awesome CG/FMV intro. I- 

think the game could use a few more bosses 
and a bit more play technique (such as turning 
your ship to fly through vertical openings), but 
it’s still one of the best 3D shooters ever. 
Overall: a must-play for PlayStation owners! 

WWSdBSI 


When it comes to racers as 0UTSTAND- ——— 
ING as Daytona (SS) and Ridge Racer fe* > 
(PS), it’s hard to pick winners, but I 
feel compelled to share my insights. I ’ I 
personally prefer Daytona, both for its 

deeper game play and its eccentric but-J 

joy-filled audio. That said, RR is a near-flawless 
arcade translation, suffering from little of the graph¬ 
ic pop-up that blemished Daytona. This is definitely 
a driving dream, and even though there’s only one 
track, the variety of track set-up options keeps it 
fresh. An experience not to be missed! 

®iEi[PlilMli ^ lop 
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What’s this? A super high quality W^Wi 
2D platformer on the PS? It’s about m 
time! Rayman has such amazing F W 
graphics and art that it slides into P f : 
that lofty category currently occu¬ 
pied by only one other; Astal. What -— 

Rayman has in addition however, is deep 
gameplay and abundant (if not overwhelming) 
challenge. They simply don’t come any better 
than this. On top of that the soundtrack is 
absolutely amazing! It’s long, it’s fun, it looks 
fantastic, and it never gets old. 


I am so surprised by Rayman. I’ve r-TV si 
always been a fan of action/platform r 
games, and Rayman is one of the best 
ones I’ve played in a while. This game 
features ultra-colorful graphics, great 
sound and music, massive scrolls, — 
amazing art, and a long quest. Because of the length 
and difficulty, even the most seasoned gamer won't 
be able to beat RM in one sitting (unless you sit 
there for a really long time). I particularly relish the 
way new play techniques are introduced sporadi¬ 
cally throughout the game. Sequel please. 
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The legend has managed to live on, mirac- \\ 
ulously. When I first saw the Shinobi digi- \ 
tized I thought, “NO!, Mortal Shinobi, kill A / 
yourself!" But somehow not only has SOJ V 

managed to make Shinobi Legions play \ 

almost exactly like Revenge, but fill it with —— 
brilliant animation and excellent gameplay 
as well. I just can’t believe Sega sold it. Is nothing sacred 
anymore? I love the music in Legions, with it’s heavy 
Japanese overtones, while others seem to still crave Yuzo. 
SOR III, Beyond Oasis... Yuzo needs a vacation. This is pure 
Shinobi and I really like it! 

®L[0, El 111Ik foe] 
d) ® d) d) ® i*kji 

TWI’s come surprisingly close to wpwi 
capturing the exact look and feel of m 
Sega’s Virtua Racing with far less F > 
polygons at their disposal. They’ve r v : 
also added more new than there k,\ ' 5 
was old to VR, including hyper cool —— 

go carts that are just too fun to drive. VR-Cart 
alone is worth the price of admission! This is a 
whole new game on console. The backgrounds 
are superb, the music and voice are suitable, 
and the control is right there. There’s too many 
extras to list. Very impressive! 


Vic Tokai has hit paydirt, SOJ’s newest 
Shinobi adventure is awesome! The same ^ 
intensity and gameplay found in the older 0 0 \r* 
versions has made its way onto the Saturn. v 
The Ninjitsu-quest story is, as always, very 

cool. Besides the basic power of Shinobi- [ — L 

play mechanics, Saturn owners will be treated to an all-out 
audio/video assault on the senses. From the FMV intro to 
the killer bosses to the climactic ending, this game 
SCREAMS quality. Absolutely tantastic special effects are 
everywhere in this game. This is a MUST have for any fan of 
the original, or anyone else with a Saturn for that matter! 


Pi Mi o 
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If you’re an arcade VR fan, I’ve got ,1 

one word for you: disappointment. . 

Apparently TWI WASN’T trying to repli- i 
cate the arcade game (kind of odd , jr . 
making a game called “Virtua Racing" /.y. f 
and not have it be an arcade adaption) F “ — 

even though an “ARCADE" mode is present. The 
addition of new cars and tracks is obviously super¬ 
cool, but the destruction of the beauteous B-Univ 
tunes and the violation of “Time Bonuh” pain me. 
On the other hand, if you’re not looking for the 
arcade game, you’ll probably love VR. 
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Space Hulk not only lends strate- j^’TH 
gy to the boring corridor category, ■ ilJ/n 
but enough carnage to fill buckets r 
with flying parts as well. These f y 
are perhaps the best graphics b,\ - 3 
seen on the 3D0, and the game 144 — ± - J 
plays very well, possessing a certain leel all 
its own. SH is definitely an original title. There 
is little pixelization even when up close and 
the Land Sharks on steroids art is a welcome 
sight alter that hyper idiotic Immercenary 
pain. A must buy for 3D0 owners._ 


Adding strategy elements to the [X 
wearing thin corridor genre is \ .» 
about the only way left to get me \ V 
to play one. Not only has EA \V> 
done just that, but they have V. 
done it with style. The charac- 1 — 
ters in this game are ungodly beasts that 
seem to smell you coming. Kill one and you 
might get wet... with chunks. They come 
close to actually scaring you at first. Deploy 
your mobile suits and shred! The thinking 
mans carnage filled corridor quest! 
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Ever see those movie sets where 
what looks like a house is merely 
a big cardboard cut-out? Well, F 
how’d you like to shoot at those? f f 
The graphics are the new BL’s only 
major drawback. Chunky and flat —— 

is the word of the day. The rest is pretty cool 
with nice rock tunes and good mission opts. 
To bad your plane can only fly about 100ft. off 
the ground... watch out for power lines! The 
Lynx game destroys BL for the Jag CD. 
Battlemorph is the game I want. _I 
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The first good (if not great) plat- 
former has finally arrived for the ■ < 2 #/ 
Jag. I guarantee that one and all F ^ 
will weep when they finally see r f : 
some power for their stray cat. 

Rayman has it all, fantastic “■—-— 
graphics, play mechanics, diversity, and 
even good sound for a cart. This is the most 
I’ve played my Jag since Cybermorph. I hope 
more quality titles follow. Great hardware 
deserves better than what the Jag has been 
subjected too. UBI has helped dramatically. 

[Gkrckrpiiwkfok fo^l 


Over the past few months I’ve watched 
Rayman evolve from good to spectacu- S? n 
lar, and the final result is polished FS? 
enough to gain a place in the all-time 
platformer hall-of-fame. The PS version 

is, of course, superior to the Jag ver--' 

sion, ESPECIALLY in the audio department. The lush 
music and realistic sound effects, themed to each 
particular stage, complement this feast in graphics 
and game play. Ray isn’t an extremely fast-paced 
game...but that’s all the more reason to take your 
time to enjoy the sights, sounds, and play mechanics. 
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| Vic Tokai has made a great move 
acquiring Shinobi Legions. At first I ■ 
was skeptical. Why would Sega let F *ct 
one of their most cherished com- I f : 
modities stray from the company L: 

unless it was a major let down ? L j - 1 — 

That skepticism disapeared the moment i 
began playing Legions. Everything you love 
about Shinobi is here. The graphics are near 
perfection, the control is exactly like Revenge 
(although new moves have been added) and 
the gameplay is legendary. 

^ISlEl fOOl 
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Tin a bit torn on this one. Although VR r^T y] 
is a very good Saturn racer (second V 
only to Daytona), it’s not the perfect 
arcade translation that I was expect¬ 
ing. The new tracks and cars are a 

welcome addition, plus the control is - 

very precise. However, the original tracks don’t 
have as many polygons as the coin-op and the 
frame rate is lower. The sound effects and music 
have been re-recorded and just don’t sound as cool 
as those trademark Sega arcade samples. VR 
Saturn is a solid new game, it’s just not the coin-op. 
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What went wrong?! The Lynx-to- ~ ] 

JagCD conversion went off without 
a hitch, but this simply isn’t worthy OQi/ 
of a high end system. Blue 
Lightning is a fun ride, but is utter¬ 
ly shallow and uneventful. I was- J 

expecting to rattle off a big fat 90, but instead 
I’m giving this game a 72 out of pure disap¬ 
pointment. There are some highlights worth 
taking in, especially the music and the intro, 
but overall Blue Lightning CD is void of high 
quality 3D gameplay. It’s just totally average. 




RAYMAN ~ 
PLAYSTATION 
UBI SOFT • CD 
ACTION PLATFORM 


PlMP. rt—r —' M3 © I •*-2 


SHINOBI LEGIONS 
SATURN 
VIC TOKAI • CD 
ACTION ADV. 
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VIRTUA RACING 
SATURN 
TWI • CD 
RACING 


I’m normally not a big Ian of first- v- ; | 
person 3D shooters, but Space 
Hulk does have a few interesting 
twists to it. This game combines 
the shoot-em-up action of Doom, I I left 1 
the dark, futuristic look ol Deadalus, and the 
intense strategy of Shining Force. The texture 
mapping is decent and the ambient voices 
and noises are kinda cool, but the bloody gore 
is what I really like about this game. Not bad. 



SPACE HULK 
3D0 
EA • CD 

ACTION STRATEGY 


Blue Lightning isn’t everything I want- ^ ^1 
ed, but I am pleasantly surprised. BL is J%p ? J 
a playable, reasonably fun (light sim, FCt ^ 
with a fair amount of the high action 
and diversity you remember from the 

Lynx. Many missions with different- 1 

objectives, a variety of special weapons, and targets 
that range from air to ground give this disc legs. The 
graphics didn’t blow me away (lack of shading and 
colors hurt), and the guitar rock music was just a bit 
“garage band wannabe"...a good game overall, but 
it misses compared to Air Combat. 
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BLUE LIGHTNING 
JAGUAR 
ATARI • CD 
SHOOTER 


With their creation of Rayman, 

UBI Soil has just taken the posi- gto. 
tion, in my opinion, ol “best of 
the best Jaguar coders.” Just 

take a look at the mesmerizing I— - 1 

graphics and you'll see why I think this is 
so. The Jaguar isn’t exactly lull of power 
games, but Rayman is a shot at the spot¬ 
light. Superlative conceptual design and 
flawless, meticulous execution. Superior! 
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Ray—the savior of the Jag! While 
it’s clearly inferior compared to the . J 
music masterpiece that is the PS FSf ^ 
version, this is definitely the best 
Jag game yet. I adore the character, 

I got tripped out by the theme, I can’t- 7— 1 

get enough of the graphics, and the technique 
grew on me the farther I progressed. My only 
complaints are that the game moves a tad slow¬ 
paced sometimes, and the play mechanics aren’t 
as well-crafted as say a Super Mario World...but 
I really am picking nits. Rayman is THE MAN! 


(•sJE 





RAYMAN 

JAGUAR 

UBI SOFT • 16 MEG 
ACTION PLATFORM 














PITFALL 
32X 

\ ACTIVISION • 24MEC 
ACTION ADV 



Pitfall 32X suffers the same pain 
as the original except now you not 
only get the Crisco control but 
screen jerk as well. I expected so & 
much more. As a Genesis game 
Pitfall scores much higher. This is 
essentially the exact same thing on substan¬ 
tially more powerful hardware. The SH2s 
must be laying dormant in this one. The color 
is only slightly better, the music still hurts, 
and the enemies lack that 32-bit edge. 
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DEEP pain is all you’ll find here. 
It’s odd that (his game came out 
so bad when the 16-bit versions 
were so good. I never thought 


I’d see something like this on £ 
the 32X: Framey movement of the screen. I 
mean, even the 8-bit NES moves the back¬ 
ground image at 60fps. What happened? 
The gameplay is still the same, but the 
jerkiness factor destroys it. Too bad. 





I love a great platform game, but 
Pitfall just isn’t one. The jerkiness of 
the screen movement and the gener¬ 
ally sloppy control initially turned 
me off. Once I’d played for a while 
started to appreciate the finer quali¬ 
ties like the 32X special fx such as the waterfall 
and the smoothness of the character animation. 
There’s quite a bit to explore, but Pitfall doesn’t 
have any groundbreaking play mechanics...this 
is a game for 32X owners who are just itchin’ for 
a slightly above average platformer. 
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WEAPONLORD 

SNES 

NAMCO • MEG 
FIGHTING 





VIRTUA FIGHTER REMIX 
SATURN 
SEGA • CD 
FIGHTING 



CLOCKWORK KNIGHT 2 
SATURN 
SOJ • CD 

ACTION PLATFORM 



ARC THE LAD 
PLAYSTATION 
SCEJ • CD 
STRATEGY RPG 


While at first glance WeaponLord 
seemed a standard fighter, after a 
few hours I was FRIGHTENED by the 
innovations in game play. The 
combo system is flexibile enough 
for Street Fighter two-in-ones, and 


link together long, sickening “Death Combos.” 
While the animation seems choppy some¬ 
times, you quickly become accustomed to the 
game and get in that zone where the controller 
is an extension of your body. Great job Namco! 

7) 



This is one of the best fighting 

V 

Finally, an original fighting game! WL 

games I’ve played in a while. 

will appeal to EXPERT fighters...with 


Although WeaponLord doesn’t 


ten special moves per character and 


sport the best graphics or music on 


lots of weapon-to-weapon depth, this 

Y 

the face of the planet, the game 

* * W4 

game will take months to master! The 


play is deeper than the Pacific 

• /. . to* 

graphics and music are very good 
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lievable, but not so much that the beginner is 
overwhelmed. Expert gamers will enjoy the 
combos, counters, fatalities, thrust blocks, 
blow-outs, guard drops...the list just goes on 
and on. Well done Namco and Visual Concepts. 


G U [Ch [Ph [M 
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(huge sprites) but not perfect, but the game play is 
superb and unique. The computer Al is WAY too 
hard for 90% of players, so stick with two-player 
fights (including XBand, yeah!). I hope Namco 
gives producer James Goddard a $2 mil budget for 
a 32-bit sequel, this game deserves one! 
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DOOM 

SNES 

WILLIAMS' 16MEG+FX-2 
3D ADVENTURE 


I’ve now played three versions of 
Doom; PC, Jag, and 32X. I am 
indeed growing weary of this 
title. I’ll say this. If you have 
never played Doom on anything 

else you will be in awe of this - 

title. It’s a tad more pixely than its big broth¬ 
ers, and void of some textures, but oddly, it 
has the best soundtrack of the bunch. Also, 
unlike certain other versions, this one has 
EVERY level and boss. The FX-2 is quite the 
power chip. The SNES is deep. 



I am totally amazed. Though I’m 
not a Doom fan, I must admit the 
SNES version is ot the highest 
quality. The only sacrifices made 

were the deletion of the ceilings_ 

and floors, but they aren’t missed in the heat o’ 
battle. For the 3.58MHz SNES, this is a triumph 
of technology and well worth getting if you've 
always wanted to experience the game that 
basically started the current corridor boom. 
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Wow, where did these textures 
come from!? This version 
smokes the pack in with almost 
no painful flickering and high 
quality texture maps. I still 
think all the extensive tapping to execute 
moves is a pain, but it’s much easier to put 
up with now that VFR looks this good. 
Tekken it’s not (to me) but if you’re a VF 
fan, heaven awaits! 

w 


I am in a state of rapture! I prefer 
Doom SNES over the 32X and Jag 
versions, ‘cause this one has both 
near-perfect control AND straight- 
from-the-PC tuneage. Doom is so 

good I consider it an entire genre-- 

of games, and this is a definitive home version, 
from the smoothness of the screen scroll to the 
texture-mapped walls. No textures on the 
floor/ceilings isn’t a big sacrifice. If only this 
game had a multi-player link or XBand feature! 
(What’s Doom without the deathmatch?) 
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I’ve been playing Tekken 
recently, as VF had become 
boring. Sega ol Japan, has re- 
released the game completely 
textured, and Tekken has been 
put on the back burner... (or now. I can 
only recommend this CD to VF fans, as it 
IS the same old game. If you are one, VFR 
can’t be beat and a US release is 
nowhere in sight... you can’t go wrong! 
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I’m impressed Sega would take the 
time to revamp an already solid game 
with such a major graphic overhaul. 

When the fighters were poly-blocks it 
was hard for me to think of them as 

having “personalities,” but the tex- _ 

tures and new faces really help. ALMOST all the 
character flicker is gone, it's now barely notice¬ 
able. If you are a VF fan this game is probably 
100 %; I like the game but I still prefer traditional 
SF fighters. Let’s all just hope VFR is packed-in 
with the September re-launch, why not? 
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Clockwork Knight 2 is the shock 
of the year so far. Part 1 had great 
warping effects and beautiful 
graphics but fell short on length 
and gameplay. Part 2 is like a gift 

from the heavens. This game is- 

nothing short of breathtaking. CK2 has five 
times the gameplay as the original, longer 
levels, and special effects that I thought I’d 
have to wait for the Ultra to see. It’s just 
amazing! I’ll track down the import on this 
one. There’s no way I’m waiting! 





Sega of Japan has achieved platform 
supremacy with their latest offering, 

Clockwork Knight 2. from the moment 
you begin to play you can tell that ’ 
Pepperouchau has come a long way in 

a short time. CK2 isn’t big on play — _ 

mechanics, but its overflowing with gameplay. Each 
level has a look and challenge all its own, and pos¬ 
sess the best special effects on 32-bit so far. The 
bosses are simply amazing, and riding Baro-Baro is 
fun enough to be a game in itself. The classic red- 
book audio shimmers as well. I’m blown away. 



I wasn’t completely taken with the 
first Clockwork, but CK 2 is a jillion 
times better than the first one in 
almost every facet. I can’t think of a 
platformer that blends brain-numbing 

special fx with game play so well. _— 

Each level has super intricate design featuring 
warped backgrounds with countless lines of par¬ 
allax. My eyes literally teared up when I saw the 
multi-layered water stage where you ride in and 
out of the background as ferocious CG sharks try to 
devour you. CK 2 is a new Saturn benchmark. 




Arc the Lad has some of the best visu¬ 
als I have ever seen in an RPG. In fact, 

Arc is the RPG equivalent of Astai. Astal 
was beautiful, but short, and Arc is 
beautiful, but linear. Extremely linear. 

Playing this game in Japanese was no--—. 

problem. Other than this flaw, which is minor in the 
scope of this gorgeous game, Arc is pure heaven. 
The fights embody some of the best effects ever 
seen, and the music is well, Final Fantasy like, with 
PlayStation PCM audio. When this game comes 
home, (if it comes home) jump upon it. 




I have total mixed feelings on Arc. 

Perhaps I was disappointed because 
of the enormous pre-release hype it 
has gotten and its labeling as the | 4 ^ x 
ultimate RPG. Even so, the graphics \£^ £ 

and sound literally have no equal, 
the story is very good and the battle system is 
perfect, yet not perfect enough to hold up a 
whole game. For that’s what Arc is... all battles. I 
absolutely recommend Arc, it is a great RPG. I 
was slightly disappointed, but you may not be. 
There’s a lot here to get excited about. 
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The upstarts of the 32-Bit RPG world, G- 
Craft, have delivered to us the first in what 
will hopefully be a long and illustrious 
string of quality RPGs. From start to finish, 
one can see the excellent hand drawn 

graphics on screen while a beautiful _ 

soundtrack rings out. This game features an intriguing 
story, but nothing too imaginative. What really sells this 
game for me is the smashing array of special effects 
sequences. My only compaint is the short journey! Only 
a marginal knowledge of Japanese, or familiarity with 
the genre, is required to fully enjoy the import. 
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Cheaters ‘■Prosper... 



Send in your codes... good, bad, or ugly. 
We’ll look em’ over and choose one grand 
prize winner each month. Codes cannot 
come from a previously published US mag¬ 
azine. Winners will be drawn each month 
and displayed here in Hocus Pocus, the 
only place where cheaters prosper. 
(Current subscribers who win a sub. will 
receive a one year extension.) 


to this month's winners: 

First Prize: 

Hirohiko Niizumi Brooklyn, NY 
Second Prize: 

Keith Kosmopolis Chicago, IL 
Third Prize: 

Jeremy Griffiths Greentown, PA 

Hocus Pocus 

5137 Clareton Dr. Suite 210 
Agoura Hills Ca. 91301 


Fatal Fury 3 only be done ONCE per round. 

Neo-Geo Each character’s SDMs are 

listed below. Happy carnage! 



When you do one of the nor¬ 
mal death moves there is a 1 
in 2000 chance that it will be 
a SUPER death move. To exe¬ 
cute the hyper powerful 
SUPER death moves at will, 
simply press A+B+C+D (or 
just A+C+D for the NeoCD ver¬ 
sion) simultaneously right 
before a fight begins. When 
“Go!” appears, hit start and 
hold all the buttons down until 
the fight begins. If you name 
(next to your power bar) turns 
yellow, the codes worked. 
These almighty moves must 
be performed while your ener¬ 
gy bar is flashing red, and can 


Terry: * + C, -» + C, 
*,*,«- + 
C+ 0 (close). 

Andy: 0, + C, 

it, + c + 0 

(close). 

Joe: *, •l, *,«- 
+ C + D (away). 

Mai: Hold onto “C" 
while taunting and 
do -» + B + D 

(away). 

Geese: i +c,c, i, 

+ C + D (close). 

Sokaku: >L, *,«- + C + 
D (do this when attacked from 
above). 

Hon Fu: +C+ D 

+ c + D (away - while the 
time is an odd number). 

Bob: *, * + C + D (do this 
while coming out of a dash). 

Blue Mary: 

Neo*Geo-«-, i, * +C. 
NeoCD - 4», + 

C + D. 

Franco: None. 

Yamazaki: 

J,, *,«- + C + D (while 
landing from a back-dash). 


Eternal Champions CD 


Below are all of the codes to 
access and play as each of the 
hidden characters in this game! 

’Senator - 

On neophyte difficulty, win every 
match via time limit. 


’Crispy - 

On warrior difficulty, without los¬ 
ing a contest, progress up to the 
Eternal Champion. 

*Blast - 

Same as Crispy, but you must use 
a different character. 


’Thanatos - 

On champion difficulty, do a 
vendetta move to Xavier. 

Zero The Kamikaze 
Squirrel / SNES 

Start the game and then hit pause. 
While paused, input the following 
codes to access the power-ups: 
Down, A, B: Unlimited Shurikens. 

B, A, B, B, Y: Unlimited lives. 

B, Up, B, B, A: Unlimited hit points. 


’Hooter - 

Start a double elimination tour¬ 
nament. Lose just the FIRST fight, 
then proceed on to win the 
tournament. 

’Yappy - 

Play an expert survivor tourna¬ 
ment and score over 2500. 


’Eternal 
Champion - 

On warrior difficulty, beat the 
game without losing a round. 

’Dark Champion - 
Simply beat everyone in the 
game with a vendetta 
move. This works even if you lose 
and continue. 

-Justin Mullins, Kenai, AK. 


Mega Man 7 / SNES 

To start with a blissfully maxed out 
power Mega Man, enter the following 
passcode: 

7853 

5856 

2245 

7515 


-David Barber 


Saleh Ahmed, the state of Kuwait. 


Jin Chon-shu: None. 

Jin Chon-lei: 

*,*- + C + D (away). 


*Small Mode: 

To use the Neo-CD exclusive 



“small” VS. mode in Fatal 
Fury 3, select the versus 
mode, then press B + C on 
both controllers as the 
announcer says the names of 
the two combatants. 

^Expert Mode: 

On the “How To Play” screen, 
enter the following on con¬ 
troller one: Left, Right, Left, 
Right, Right, Left, Right, Left. 
Now you can select a game in 
Expert Mode. 

Hirohiko Niizumi -Brooklyn, NY. 



Doom / 32X 


To access the last level (level 17), 
you must start a normal game. 
Progress up to level three and get to 
the room with the yellow card. Go into 
the second section and go on until the 
wall goes down. Go in there and look 
lor an acid stream. Go into the acid 
and turn right. When you reach the 
end of the corridor, there will be a 
switch to throw. This will take you to 
the room near where you started. 
Leave that room and proceed to the 
beginning area. There will now be a 
bridge where the giant acid stream 
once was. Cross the bridge and the 
opposing wall will turn into a hallway. 
Keep on going until you reach the next 
wall, which will turn into a room with 
enemies in it. Blast the bad guys and 
keep moving. You will see a space in 
the wall. This space leads to a door 
that looks like an exit door... go 
through that door and BINGO! Level 17 
awaits. 

-Jeremy Griffiths, Greentown, PA. 




^ (^6 screen that 
appears after press¬ 
ing Start at the “PUSH 
START” screen) enter 
“Up, X, Right, Y, 
% Down, Z, Lett, Y, Up, 

fiy > ] X.” This code acts as 
it you beat the game 
on Very Hard without continuing - the 
Sega polygon man becomes a girl, 
pressing the X Y or Z buttons at the 
Episode screen changes the color of 
your weapon, etc. 


Nosferatu / SNES 

Nonius a Vannim! 

To play as a blood sucking vampire in 
Nosferatu, get up to the point right 
before the last boss and pause the 
game. Now input A, R, B, B, X, X, R. 
Vamp power! 

-Luke Gordon, Woodland Park, CO. 
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SF: Movie / Arcade 

Various liKition goodies. 

Do these codes right BEFORE choosing 
your tighter. All of these work in two 
player versus mode, and a few will 
work in the one player game. 

’Random Select: 

Tap Up and Start together. 

’Hide Your Strength Meters: 

Press Start with a quick punch. 
’Activate Comebacks: Press Start and 
medium punch to activate the comeback 
attacks at any time in the game, regard¬ 
less of how much life you have left. 

’No Throws: 

Press Start and fierce punch. 

’No Special Moves: 

Press Start and quick kick. 

’No Standard Moves: (Only special moves 
will work!) Press start and medium kick. 
’No blocking: 

Tap Right, Start and fierce punch. 

’Tag Team Mode: 

(Fight with one character in round one, 
another in round two.) Press Start and 
fierce punch. 

’Turbo Mode: Tap Right, Start and medi¬ 
um punch to speed up the gameplay, 
and medium punch once more to acti¬ 
vate turtle mode! 

’Wacky Control: Tap Left, Start and 
medium punch. This REVERSES all 
joystick movements. 

’Reverse Screen mode: 

Tap Left, Start and quick punch. 

’Swap Fighters and special modes: 

Tap Left, Start and fierce punch. The 
CPU will choose your character and a 
special mode for you. 

-Keith Kosmopolis, Chicago, IL. 


Robotica 
(Daedalus) Saturn 


Watch the Hard Ending. At the “EASY 
GAME - OPTIONS” screen, enter “Up, 
Up, Down, Up, Left, Left, Right, Left, 
Down, Down, Up, Down, Right, Right, 
LeR, Right.” 


X-Men 2 / Genesis 

Siasic Skin Mncillf. 

’Stage skip: Pause anywhere in the 
game, then press right with C, Up, Up, 
Right, Down, Down then Lett and C 
together. Listen for a sound. Unpause 
and then pause again. Then press left 
with C again to skip to the next level. 
’Invincibility: Pause anywhere in the 
game and then press Up with B, Up, Lett, 
Down, Up, Lett, Down, Down, Up, B. 
Listen for a sound. Unpause and then 
pause again: this time press Up with B 
again and you will be invincible. 


WftIJSS fi.lil! U0W6H!|!$, 

[All codes done while holding L + R on 
controller one, these codes have to be 
entered on controller two.] 

’Level Warp: 

To warp to the next floor, press start. 
’Fix your shields: To fix and restore your 
defensive shield, press A. 

’Tank up: 

To pump up your generator, press B. 
’Bomb Refill: 

To replenish your bombs, press C. 
’Weapon Increase: 

To up your weapon’s power, press X. 
’Ammo Refills: To restore your stock of 
ammunition, press Y. 

’Map: To find out where you are on the 
floor, press Z. 


Prehistorik Man - SNES 

Sage Clear Command 

Highlight “EXIT” in the Option screen, 
hold L and press Start. Now choose 
“Game Start,” hold R and press Start. 
Now press Select during gameplay to 
skip stages. 


Megaman 7 

VS. Mode 

Enter the following password: 

1415 

5585 

7823 

6251 

Hold L and R and press Start. You can 
now play a VS. game with Megaman 
and Bass. 

Megaman’s Moves: 

Arrow Slash - D, OF, F, Y. Leg Breaker - D, 
D, B. Feint Warp - U, U. 

Bass’ Moves: 

Booster Kick - F, D, DF, Y. Sonic Crusher 
- Jump, F, F, Y. Feint Warp - U, U. 


Wolverine / Genesis 

I ©vet passwords, 

Here are all of the level codes through 
the end of the game: 

Level 2: Mariko 
Level 3: Silver Fox 
Level 4: Department H 
Level 5: Madri poor 
Level 6: Asans 
Level 7: The Hudsons 


-Tom O’Donovan, Columbus, OH. 


NMifrai message! 3 

To access the hidden message from a 
Konami employee, go to the “Use Metal 
Gear” option then select Videophone - 
type 34-5678. You will see a hidden 
message. 


-Zach Young, Colorado Springs, CO. 


Clay Fighter 2 SNES 

Secret PErarar;fets. 

Enter the code corresponding to the 
character you want to access while on 
the selection screen: 

Peelgood - D, Y, Y, A, Y. 

Sarge - Hold Right and X, L, L, Up, Down, 
Left, Down. 

Slyck - Hold Y and L, L, Up, L, Lett, R. 

Ice - Hold B and Up, L, L, L, Right. 

Jack - Hold Up and X, A, R, R, Y, A. 
Thunder - Hold diag. Lett/Up and Y, B, X, 
B, B, X, A. 

Spike - Hold R and X, B, B, A, Y, Left, A. 


Astal - Saturn 


Pause the game and enter “Down, R, 
Up, L, X, A, Y, B, Z, C, Right, Lett.” 
Unpause for full life! 

Invincibility: 

Pause the game and enter “Down, Y, 
Left, A, Down, B, Right, C.” 


NBA JAM T.E. / Sega 32X 

rifilis'rffiifc, Tidim ami fioalleiitiiitri. 

’To play this game in “baby” mode, 
enter the following code before starting: 

B, A, B, Up, Down, Lett, Right. 

’Turbo mode: 

Enter D, B, Down, Down, A, A, Up, Left. 

’Goaltender’s mode: 

Right, Up, Down, Down, Right, Up. Panzer Dragoon - Saturn 

The Ultimate Code 


Daytona USA 


At the title screen hold up-left, A, B, X, 
and Z. Now press Start. You can now 
choose the Horse! 


-Zach Young, Colorado Springs, CO. 


At the “EASY GAME - OPTIONS” screen 


-Robert Ferrero, Raymore, MO. 











Comes With More Rude Smells 
Than The OF Pull My Finger Joke. 



You’ve never 
seen or smelled a 
Role-Playing Game 
like this! • Shortly after 
the government tries to cover up a sudden 
outbreak of criminal 
behavior all over the 
world, a "horrific meteor 
shower” and hordes of 
reeking, belching mon- 



The monsters aren't the only ones who 
can reek Maybe one of your friends 
boiled off some bad air. 


sters turn up. • You’ll travel to different towns, 
across new worlds, and through time to face 
Giygas.the evil, time-traveling alien who is to 
blame for all the mess. Each EarthBound Game 
Pak comes with a free 128-page Player’s 


Guide loaded with info about where 
the best grub is, who to 
hang with, and what you 
need to avoid. Keep it 
nearby though, because 
the lowdown on all those heinous monsters will 
come in quite handy. If they get too close, open a 
window fast, because some of ’em are more than 
ripe. • But the adventure 
doesn’t start until you do. 
Grab some air freshener 
and start sniffing around for 
an EarthBound Game Pak. 


HUM 

» m 1 

sjisqjj 

HP 


Sell out your allowance for a burger 
or slice of pepperoni pizza when 
you need a boost of energy. 



It’s the first Role-Playing Game that stinks. 

(Nintendd) 
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WVal 6cy is a portable 32-bit 3-D game system, featuring phase linear array techftO 

digital stereo scond, two high—resolution visual displays, and 3-D graphics that 
immerse yc>o in the game. Coming soon—stereo headphones and Game Link® 

cable for head-to-head action. 

"Torn it on and experience the 
difference 0 . dimension can make. 
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THE^ONY 


PLAYSTATION 


BOY-SfJ'HE 


FUTURE OF 


VIDEO 


INDUSTRY, OR 


ARE THEY JUST 


ALL WET? 



To say these guys at Sony mean business about play¬ 
ing is putting it mildly After all how, many presidents of 
major international companies do you know who will 
drop their pants and jump in a fountain on a dare? The 
following interview was conducted after some drying off 
and a well deserved change of clothes. 


AN INTERVIEW WITH: 

STEVE RACE 


PRESIDENT OF SONY COMPUTER 
ENTERTAINMENT OF AMERICA 


GF: With Sony’s interest in the gaming world, they bring 
to the industry a new credibility, as well as an afford¬ 
able true next-generation system. Does Sony intend to 
support the PlayStation as vigorous¬ 
ly as its other components? 

SR: Frankly, I think more so. This is 
Sony’s biggest launch since the 
Walkman, so this has top priority. 

We have constant visits from the 
people in Japan. This is the biggest 
thing that Sony is doing and I think 
we’re bringing a lot to the market¬ 
place. This is the first time in the 
history of Sony that one division of 
our company has launched a hard¬ 
ware and software product line 
simultaneously. 

GF: How many PlayStations will you 
initially release in the U.S.? 

SR: I don’t know. Initially, we’re 
going to be supply constrained. 

We re not going to have enough 
product to take care of the demand. 

We’ve gone out and talked to retail¬ 
ers and the demand will outstrip our 
ability to supply it. At some point in 
time, our (manufacturing) capacity 
will catch up for both Europe and 
the U.S. We don’t actually make 
forecasts as to what we will ship at 
any point in time. 

GF: What are the demographics for 
the PS? Will you target an older age 
group such as the late-teen to 
young-adult population? 

SR: The information that we have so 
far from Japan is that (the target 
audience) is skewed older and 
male, obviously. And (PlayStation) 
skews somewhat older than the typ¬ 
ical video game. Sega skews older 
than Nintendo, and I think we’ll 
skew slightly older than the Genesis 
system. Our advertising primarily 
addresses the 12- to 24-year-old audience. 

GF: Sony is launching PlayStation at a much higher 
price point than any of the 16-bit systems when they 
were first introduced. Do you expect to penetrate the 
market as rapidly as SNES and Genesis did? 


SR: i think by launching the product for $299, we’ve stand up? 
hit a magic price point in the United States. If you 


examine the history ot video games, the biggest 
increases in (units sold) came when (the systems) hit 
under $199 or $149. However, our system offers a much 
greater (performance) jump than in the past. If you take 
a look at 8-bit and 16-bit...the change between NES and 
Super NES...the difference is a few inches. If you take a 
look at the difference between any of the 16-bit systems 
and the next-generation systems, it’s a number of feet 
as opposed to a number of inches. The generational 
change here is just staggering. People will spend the 
additional $100 or $150 that our system costs relative 
to the other systems that are available today, simply 
because the game quality is that much better and the 
technical capabilities of the system are so good. 

GF: Will you focus your distribution on high-end retail¬ 
ers such as Babbage's, Software Etc., Electronics 
Boutique, Toys R Us, and other video game retailers, or 
go for the non-enthusiast mass-market chains like 
Target, Walmart and K-Mart? 

SR: I suspect that PlayStation initially will be available 
in 10-12,000 stores in the U.S., so we ll go after a wide 
variety of retailers. We’ll go after the specialty stores 
and mass-market channels you mentioned, as well as 
specialist audio shops like Good Guys and Circuit City. 

GF: Will SCE tie in other Sony products/components at 
point of purchase? 

SR: Not really, purchases 
of various Sony products 
don’t necessarily overlap. 
Walkman, PlayStation, and 
television customers are 
generally different. 
However, you will see 
point-of-purchase, interac¬ 
tive, PlayStation demon¬ 
stration devices that uti¬ 
lize Sony components, 
such as Sony speakers and 
monitors. But in terms ol 
featuring the products 
side-by-side, that’s not a 
kind of synergy we’re 
going after. One synergy 
we are going after is 
advertising and cross-pro¬ 
motion. We’re offering an 
early buy program, where 
if a consumer puts a 
deposit down on a 
PlayStation early on, they 
get a CD which features 
music from a number of 
up-and-coming Sony 
artists. They can listen to 
the music on their audio 
CD player, and when their 
PlayStation arrives, they 
can listen to and interact 
with the CD. There are 
some hidden things on the 
disc that the PlayStation 
will unlock. 

GF: Hidden things? Are 
there games? 

SR: There are visuals, 
demonstrations, and yes, 
there’s even a game. 

Similar to a Demo, Demo disc? 

SR: Similar to that. Another promo¬ 
tional example is that PlayStation will 
be featured on a number of Columbia 
rapf pi pace Tri-Star home video products. Those 
rLtn&t j,j nt | S oj syner gj es are what we look at 
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Sofia Says spend your money to reserve 



a Sony®PlayStatior™ 


Sofia Says give the money to your 

local video game store and do it now. 


Sofia Says getr on your 

knees and bark like a dog. 


Now give 
Sofia a kiss. 


aH- ah. 


She didn' t say 


Sofia Says. Now she has to hurt you 





When the new revision of MK 3 for PS showed 
up, Nick Box and I were discussing whal I could 
possibly say that I didn't mention in last month's pre¬ 
view. After all the game is still a carbon copy of the coin¬ 
op hit, only the new version is more complete and has all 
the fatalities, babalities, animalities, and other assorted 
alities up and working (there were no fatalities last 
month at all). So Nick suggested I turn in an article with 
only two words: “Look...FATAUTIES!'' It was a tempting 
suggestion, but I think I’ll add a few other notes. 

At this point, you know this game is a near-perfect 
translation, the only question is how perfect. The first 
major issue on my mind is loading time, and I can’t tell 
you yet what the final time will be...in the preview ver¬ 
sion, let’s just say there was room for improvement. 
Another question is game play. Will the cart be 100% 
accurate to arcade version 2.1 including every combo? 
The verdict ain’t in, but my prediction is yes. Finally, 
there’s the question of sound and music. In the latest pre¬ 
view version all the music, sounds, and voices are exact, 
it’s just they aren’t all synched and timed correctly. I also 
assume this will be alleviated by the final release. An interesting surprise in the latest version is Smoke 
is selectable WITHOUT having to enter an Ultimate Kombat Kode. I can’t say whether there will even 
BE a UKK in the PS version, and if there is, what it might do. The Vs. screen codes appear to be iden¬ 
tical, but who knows, maybe Williams will throw in a few extras. Ideally, MK 3 for the PlayStation 
will be like owning the arcade game for around $60, minus the coin mechanism, and throw in a bit 
ol loading time and slightly decreased detail due to the limits ol standard television. Find out next 
month if this is the case...if it is, I will be lovin’ life (and of course death, huh huh). 

—Slasher Quan 
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the story with some snap- 


Before I explain the power that lays before you, allow me to set up 
py press info... 

Imagine the most inhospitable barren ball of rock spinning through 
face a sprawling jail that houses the most feared criminals in all the galaxy. They have been incar¬ 
cerated here by FUB (Fat Ugly Boy), who hopes they’ll escape and come after him with revenge 
looming large in their minds. He believes that if he can defeat the most despicable space scum, 
he’ll be able to defeat anyone (especially with his new machine that changes the way the normal 
laws of physics behave, and with which he plans to hold planets to ransom)... Welcome to 
Loaded. 

I absolutely guarantee that when you play Loaded the first time you will be rendered 
temporarily insane. This game is the ultimate release. Prepare for complete testos¬ 
terone pumping mayhem. The meek need not apply. 

The action in Loaded is as brutal as I have ever seen or imagined. When you 
blast a guard or psychotic killer, you feel it. Bodies snap back and burst, 
leaving either a human shaped blood stain or simply a stain. Leave them 
alone and they beat on each other. This place is mad, insane, and just 
plain out of control. Loaded is the first indication that gaming has 
graduated. The next generation may actually offer us more than 
fruity little fur balls, and fast food icons gone Hollywood. 

Aside from all the heavy carnage, there’s much techni¬ 
cal bliss in Loaded as well. Levels warp entirely, are 
light source shaded to the point of disbelief, and 
are basically top view euphoria. 

Loaded still has quite a ways to go in its 
development. What you see here is 
merely one high powered level. We’ll 
have much more in future issues 
as we follow Loaded right on 

to the shelves and hopeful- , ** 

ly, your PlayStation. .4? 

-Mr. Goo \ 


PlayStation 


MR. GOO 

I CAN’T BELIEVE THEY 
MADE A GAME THIS 
COOL AND DIDN’T ASK 
ME TO STAR IN IT. 


KLLLei 
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Sony's PlayStation is the proud host to one of the best (light sims the 
gaming world has ever seen. Air Combat features a sublime blend of fast 
arcade action, convincing 30 environments, aural delights, a variety of 
immersive missions, and hyper-realistic dog fighting alt in one shiny 
package. 

What really separates Air Combat from other flight 
sims is the game play. AC is one of the quickest- 
reacting (lying games I've ever played. Performing 
barrel roils and tight, high-G maneuvers is as easy as 
thinking about it. There are several instances in AC / - 

where you have to make quick, evasive maneuvers / jLJ 

against incoming missiles or enemy fire. The control J\ 

is so tight and swift that avoiding such enemy attacks 
becomes intuitive. I also liked the fact that each jet 
(there are 15 in all) has its own unique and 
distinctive feel. 

AC also has some of the most realistic visuals I’ve 
ever seen in a flight sim. The 3D textured polygons of the terrain and the 
jets are very detailed. At around 30 fps, AC's frame rate is high enough 
to provide the player with a realistic sense of 3D movement and seam¬ 
less animation. Moreover, each mission looks better and is more inter¬ 
esting that the one before it...this is one of those games that keeps get¬ 
ting better and better the further you get into it. The only negative thing 
I can say about the graphics is that there is too much pixelization on the 
polygons when you get close to them...plus there Is some unwanted 


PlayStation 




K. LEE 

Pulse pounding polygon 
power is what you get 
with Air Combat! 
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if it’s on radar. 
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Intense, 3D texture- 
mapped terrains of reflex- 
assaulting canyons and 
tunnels. Dramamine™ ra 
cocktails, anyone? 



Scream through 20 
different rounds of 
nonstop destruction. 
Remember, the more you 
kill, the better you feel. 


Featuring new Save 
Game option, cookie¬ 
tossing 360° barrel roll 
capabilities, and 
life-saving power-ups. 


Forget about that intergalactic 
brotherhood Cl'Sp. ’Cause with 

Ibtal Edipse'Tuibo iK , n» 

space-combat simulation for the Sony® 
PlayStation 1 ', there ain’t a heapin’ 
helpin' of hospitality for light year s. And 

with all those squid-faced aliens 

stopping in to par ty, you’re gonna have to 
fire up your wicked welcome 
wagon and get this 32""t)Xt 
block par ty blazing. 


3EEE 
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Sony is a registered trademark of Sony Corporation. PlayStation, the PlayStation logo, and the PS logo 
are trademarks of Sony Computer Entertainment Inc. ©1995 Crystal Dynamics. All rights reserved. 
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IMAGESOFT HAS OUT 
DONE THEMSELVES! 
EXTREME IS 3D 
WONDER! 




































































































































































Crystal Dynamics, the original savior oi the 3D0, is re- 
releasing one of its most acclaimed 3DO titles on the Sony 
PlayStation. Total Eclipse Turbo features the exact same 
storyline, game design, levels and enemies as its prede¬ 
cessor, but that's where the similarities end. 

The new version that PlayStation owners will play is 
vastly superior to the-original incarnation in almost every 
way imaginable. 

TE: Turbo opens with a spectacular CG FMV intro that is 
infinitly better than the FMV in the 3D0 original. The famil¬ 
iar behind-the-ship, three dimensional gameplay has been 
revamped to a level of ultra clean bliss. The levels and 

sprites slide in and then pass underneath you as , - 

smoothly as those found in multi-million dollar 
(light simulators... mmmm, smooth! That’s to say 
nothing of the actual gameplay, which itself has 
been remarkably enhanced. The player’s move- V 
ment and general maneuvering have been 
.tweaked to near perfection. All ol the same chal- ' 
lenge and excitement from the original version _ 
has been recreated and even further enhanced / 
thanks to the power of the PlayStation. J 

Your chip is armed with a standard three-way 
blaster, which can be powered up to a wicked 
split shot or an up and down sweep shot, each with multi-* 
pie power levels. When you really get into a jam, don’t be 
afraid to unleash the awesome power of your ship’s “spe¬ 
cial” mass-destruction weaponry! 

Of course, the visual performance of TE: Turbo has been 


upgjjaded —'■ ■ 

never looked this^r—j 
good! This game 

manages to almost flaw- ' - ‘ 

lessly create that rushing wsjsrzSe 
sensation of flight over var- d0 ' 
ious terrestrial locales. 

The music and sound fx 
are all very well done, but, 

compared to the action they actually sound low-key. I 

-—, would have liked to hear some more violent 

_ explosions here, but there's no doubting that the 
| game screams some great sound, 
i I have always contended that shooters are an 
l vl~!| excellent way to show off a system's power. 

I This is certainly true of TE: Turbo, as it offers 

— ■ / -something for all shooter tans to get psyched 

- " v. about. The true shooter maniac should adore a 

ii-— game like this lor its involving, yet sometimes 

extremely dilficult, gameplay value. What a 
/ ~~ I shame it is that more people aren’t into shoot¬ 
ing games as much as other types of games. 
Shooters are my persdnal favorite yet I seem to be part of a 
humbled minority. If you’re a shooter fan, and are bumming 
over the current deficit in shooters like I am, then you owe 
it to yourself to feast upon Crystal’s Total Eclipse Turbo! 

- The Stalker 





























THE STALKER 

CRYSTAL COMES 
OUT OF THE GATES 
SMOKIN’ WITH 
TOTAL ECLIPSE. 
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Rayman has got to be one of the most unique 
action games I’ve played in a while. The talent¬ 
ed French programmers at UBI have created an 
action game with amazing sights, great sounds, 
and one of the coolest new characters to hit the 
gaming scene in quite a while. 

Graphics are often the key to a game's suc¬ 
cess, and above all else, optic excellence is 
Rayman's trump card. Rayman isn’t just eye 
candy, it's eye caviar. Every enemy sprite oozes 
with personality and gives the game a unique 
look. Rayman himsell has a cool and well-ani¬ 
mated style. The unbelievably colorful back¬ 
grounds and highly detailed artwork are hugely 
impressive, but the multiple-layered parallax 
scrolls (up to four or five in some cases) are the 
icing on the cake. While many gamers out there 
(including myselt) have criticized the 
PlayStation's 2D scrolling capabilities in the 
past, Rayman has proven everyone wrong. 
Excellent work UBI! 

The music and sound effects are just as out¬ 
standing as the visuals. The tunes are some¬ 
times mellow and laid back, sometimes fruity 
and upbeat, and sometimes dark and forebod¬ 
ing. They establish the proper mood, fit the 
accompanying level nicely, and are of very high 
quality. The “Boing” and “Snap” sound effects 
are slightly corny, but they sound great nonethe¬ 
less. 

To me, Rayman's main appeal lies in its playa¬ 
bility and diversity. The control is right on, to the 
point where Rayman almost becomes an exten¬ 
sion of your thoughts. I also liked the (act that 
RM is given new powers and abilities as he pro¬ 
gresses in the game. You can then backtrack to 
the earlier levels and explore new areas of each 
level (very cool). 

To be honest, the only gripe I have about this 
game is that it's a little too difficult in certain 
spots. I’m not a person who’s prone to use a con¬ 
troller as a projectile, but let me tell ya, I came 
really close to doing just that a couple of 
times.Jt's HARD. 

The bottom line is this: If you're a tan of high- 
quality, 2D action/platform games (like myself) 
and own a PS, then you should high-tail it down 
to your local game store and buy a copy of 
Rayman. This glorious UBI Soft CD features the 
high-quality visuals, sounds, and game play 
needed to satisfy even the most demanding 
game enthusiasts. -K.LEE 
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RAYMAN ...ONE MORE 
REASON TO BUY A 
SONY PLAYSTATION! 
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It’s odd to think that in the early days of the PlayStation I 
considered Kiieak tte Blood to be a good, if not great 
game. This CD (now Wing released in the US as Kiieak the / 5 

DNA Imperative) seems to have lost much of its earlier [ _jr * 4 * 

luster. This isn’t lust because I’ve played the game and 
become bored of it, but rather because many of the other 
launch titles available with the PlayStation are so much 
better in terms of both graphics and gameplay. Of course, 

I’ve had a PlayStation since December 3rd and have played many games. You may be 
biown away by Kiieak. If you like exploration you definitely will. 

Kileak's storyline begins in the distant future as a chopper carrying an entire battalion 
of armored suits to an enemy base Is shot down, and there is but one survivor: you. Or so 
you think. Once in the fortress, you work your way down into the depths of the massive 
fort collecting weapons and shooting things in claustrophobic corridors populated by ene¬ 
mies that cause slowdown when more than two are on the screen at once. Occasionally 

-1 r- W--— | you’ll be treated to a nice ren- 

Sounds rather 




dered cinema. _ 

excitintj, huh? In all fairness, this 
CD sports some nice ambient, 
atmospheric tunes, remarkable CG 
cinemas presented with some of 
the best FMV ever seen, and a 
pretty cool storyline. I just can’t 
play corridor games like this any¬ 
more, and I suspect you’re kind of 
burnt on them too... compared to 
the other launch PS titles, Kiieak 
seems pretty tame. -Nick Rox 
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As many of you may know, I anu tile-hard shooting fan, and retttntl*l r Mi keen crlWlly 
deprived of my shooters (Or as SlasmxQuao would say, shoot gam® Except Jor the odd r 
Parodius, Panzer or Ralden, the genre's been pretty slow lately... but I ieel a ondnge 'll'. W. ’ 
cornin’on. ' f ' ’ ' /i” 

Virtually a perfect translation of the arcade games Raiden I and II, which came fiiit in * > k * ■ iff 

1989 and 1993, respectively, Raiden Proiect is without a doubt one of the best arcade--. mu* 

to-home ports ever. The PlayStation^ ostensibly a weak 2-0 system, (my prediction: . 7*»- 

HermteHflpperhead will quash any remaining doubts as to ttief S’ 2-0 force) repli- * i*i- ' f ff W &v-A 
cates two high-end arcade shooters to literal perfection, shining hundreds ol sprites - ' <■' • 

prr ranging from an obscene amount of tiny shrapnel to massive bombs, burning swaths 

ot laser tire, the smoking ruins ol buildings you've destroyed... not to mention ene- ■"i'i X 

mies. Although there's a conspicuous lack ol parallax in Raiden Project, the arcade Wl A- ® 
games didn't have any, either... what lew scrolls there were are replicated perfectly. It’s "V -X T*' 
just as well, though - parallax would merely add more moving objects on the screen to contuse you. jJ, J .; ,,, 
There are so many enemies and so much shrapnel that closely resembles bullets flying around that you 
often find yourself totally lost, even if you’re the shooting god. Unfortunately, SCEA has removed tbe unlimited continue 
feature and restricted the amount of continues to a mere nine. Very lew people could beat Raiden II on only nine con¬ 
tinues. It s just too hard. The choice pi having unlimited credits was just that - a choice. What Sony's doing removing 
options in games I just don't know. Let's pray they don't turn into another Sega. T 

Basically what we have berets a perfect translation of two of the finest arcade shooters ever, with multiple display 
options, although you can no longer play the game vertically. I bet Sony ol Japan had problems with people busting their 
TV's by attempting to play Raiden Project like the arcade (fame. You can still play in vertical mode, but with the controls 
flipped so that the game is played like a horizontally-scrolling shooter. If you're a fan ot shooting games, I can’t recommend 
Raiden morg - the lack of unlimited continues is disappointing, but then again the temptation to mlsflstrihem was definitely 
there. Perhaps theyshould have been restricted... but not to ajmere nine. - Nick Rox ; \ 

TamlllW 1 ** _ ——r-T-r-r - — 3 U .. . r> ••ijr, ,«|UJ ;V?, 



Please consider a 

v _ _ * —. _ most su ft reme truth: •* 

J you own a 

PlayStation, you 
must own Ridge 
Racer. Even if you 

don't like driving games, you must own Ridge Racer. It's just 
that simple. Although the game does have only one track, (of 

f rse, so did the arcade) it isn't any less fun to play than 
as back in December. RR lasts, more so than almost 
. other PlayStation launch title. ^ 

Although Ridge doesn't sport the gameplay or amount ol 
tracks that Daytona does, it is, in my opinion, by tar the better 
game. The ultra-smooth, ultra-beautiful 3-D and the pulse- 
poundin' power of the radiant techno tracks is virtually unbeat¬ 
able. While not exactly packed wit’ new features, the home ver¬ 
sion of RR features reverse and backward versions of the one 
track, thirteen cars and optional support for Namco’s godly Ne-G- 
Con controller. (In a grievous side note, we've heard that the Ne- 
G-Con may not be released in the US. Let's hope this is not the _ 
case.) A game with only one track may not sound like long-term 
pure chewing satisfaction, but please trust me 
when I say that RR is a game you can play ' 
almost endlessly, even after you’ve discovered 
all of its myriad secrets. - Nick Rox L 
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PlayStation 


o 

Sony Imagesoft is making a bold 
statement with their 1st batch ot PS 
titles. I can honestly say they have 
the best looking and playing launch 
titles. WarHawk is a 3-D air-to-air 
and air-to-ground combat game set 
in the near future. This game will 
knock your booties off! Look for 
Warhawk this November. Look for 
more coverage in GF as it becomes 
available. 




A 


o 

The insane streets of L.A. become the stage for Sony Imagesoft's futuristic mobile combat game, TWisted Metal. A madman named Calypso, holds a 
deadly contest in the streets where the combatants must destroy all other cars using everything in their arsenal. Guns, missiles, rockets and bombs, 
are at your disposal, show no mercy! This game cannot be described. You’ll just have to lake our word for it that it truly s a breakthrough in mobile 
mayhem. We’ll have tons of coverage as soon as we can get our mits on a preview CD. TWisted Metal is slated for November. 





Will the real Primal Rage please 
stand up... way up! Time Warner 
Interactive has done a stellar PS 
translation of the famous arcade 
flesh eater. All of the combo’s and 
strategies are present in this ver¬ 
sion. We’ll have more on Primal 
Rage PS next month. 






















































2 WEEK 

MEMBERSHIP 


REALISTIC ATTRIBUTE 
LEVELS FOR ALL 
20 BOXERS! 


SOUTHPAW? BULL? 
TECHNICIAN? FIGURE OUT 
YOUR OPPONENT’S STYLE 
—OR PAY THE PRICE! 






















RAISING KAIN „ . „ 

Crystal Dynamics never sleeps. Maybe that s why their next game has such 
a nocturnal theme. They are currently developing one of the highest pow 
ered top view adventure games ever to creep on to a console: Blood Omen 
Legacy of Kain for the Sony PlayStation. This is the game that four GF edi 
tors (including myself) chose as game of the show at E3, after viewing on) 


mean that literally) in Kain are all the stuff that legends are made of. Could 
this be one next-gen game that you can really sink your teeth into? Find 
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SOLAR ECLIPSE 

The recent technological advance¬ 
ments in home game consoles has 
ushered in a resurgence of the ever 
popular shooter. I guess a better 
name for shooters in the nineties 
would be 3D sensory assaults. 
Crystal Dynamics’ Solar Eclipse for 
the Sony PlayStation takes you 
places you’ve never gone in a 
shooter, if you thought Total Eclipse 
was a rush wait ‘til you get behind 
the controller with this one! Stay 
tuned for more Solar info, next 
month. 



































LOOK WHAT'S LANDED 

ON SATURN! 




Robotica. A world enslaved 
by brutal robot enforcers. 


Myst. The surrealistic adventure 
that will become your world. 


EXPLORE EERIE WORLDS 
OF STARKLY FANTASTIC 
BEAUTY! 


COMBINE KEEN 
OBSERVATION AND 
LOGIC TO UNLOCK THE 
SECRETS OF MYST! 


RAGE AGAINST 
THE ROBOTS! 


ROBOTICA: MANKIND'S 
LAST HOPE! 


J«laim 


SEGA SATURN 


Myst Software copyright 1994. 95. Cyan. Inc. and SunSoft All rights reserved. ROBOTICA TM Acclaim Entertainment. Inc Artwork and Packaging <0 1995 Acclaim Entertainment. Inc 
Game© 1995 Sega Enterprises. Inc. All Rights Reserved. Sega and Sega Saturn are trademarks of SEGA ENIERPRISES. LTD Acclaim is a division of Acclaim Entertainment. Inc 
® & © 1995 Acclaim Entertainment. Inc. All rights reserved. 








SEGA SATURN 

DEVELOPER - UBI SOFT 
PUBLISHER - 001 SOFT 


The first 32-bit multi-platform action character, Rayman, is making his way to the Sega Saturn. 
After cruising through just two levels of the Saturn version I have a feeling this is going to be 
a hard game to beat in the category. The PS and Saturn versions are definitely a cut above 
1 *^ # the Jag version, not only in the area of sound but gameplay as well. These two games 

may fight it out later this year for platform supremacy. 

Besides the amazing artwork that has become the game’s trade- 
mark, the sound in this and the PS version is unbelievably crisp 
and well orchestrated. UBI has obviously realized the impor- 
" tance of a quality soundtrack when establishing a new charac- 

' ff ? i •» ter. I hope to bring you much more on Rayman for 

f > w , * the Saturn next month. 2D gaming is 

1 AA still kickin’! I love it! -Mr. Goo 


MR. GOO 

RAYMAN SATURN IS LIT¬ 
ERALLY DRIPPING WITH 
POTENTIAL. 
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The enemies in stage four have a long reach. 
Wait for them to jump and slash them when air¬ 
borne. Use the downward stab on this fire 
breathing gatekeeper and search euery corridor. 
Watch for floor spears and falling platforms. 


Stage 3 conceals one secret area 
and tough bazooka toting 
Marines. Multiple downward 
stabs render them helpless. The 
boss is tricky. Don’t let him get 
into a rhythm. Downward thrust 
constantly as he disappears 
under the brush and judge where 
he’ll emerge. Jump away after 
euery hit. 
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Bank the guardian’s shots back at him and be pre¬ 
pared to maneuver as he electrifies the platforms. 


•iPlflVffli 


«-T"- 


Things just got a lot 
tougher! Block con¬ 
stantly and slash 
after each shuriken is 
blocked. Use magic (if 
you’re quick enough to 
get it) on the bomb 
squad pictured left 
and double jump at 
each break. 

Remember, you don’t 
have to time the dou¬ 
ble jump perfectly. 

Just jump and then 
immediatly tap repeat¬ 
edly. Good luck! 
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t-N. My best 

YWgr^ 'f%y^ advice here is to 

B \ jMS* always press up when 

\ ascending. Besides that, 

\ . perfect double spinning slashes 

and downward stabs should get 
y° u through. You don’t have to kill the 
jb snakes so try and avoid them by slashing 

through and proceeding forward. The boss is 
y'' fast and tricky. When he jumps immediately jump and 
s' slash upward or spin. Avoid his beams and stab down¬ 
ward to his head when he’s on the ground. 




STAGE 7 - Remember the 

Watch for bombs as you land 
boss is the hardest so far. Jump over him as he spins his nanuchucks and slice him 
becomes faster and more intelligent so be patient. One hit from him can drain half i 


boats in Revenge? Well, welcome back! Always double jump and spin jus 
on each boat. Time your jumps. Rush and you’re bound to get caught by 
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STAGE 6 
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’s your toughest enemy so far, but what lies ahead is even worse 


Stage 8 is ^ ' v - ,// 

just plain hard. \ , M V/ / 

Fight like mad con- / / j 

s tantly spinning, slicing / l ‘ J? 

deadly eagles and green nin- ^ 

/as. The quake inducing hammer Oj|, 1 

giants don’t die easy, so take a hit if ^'N .o 

you have to and move on. Break open ^ . 

lighter colored rocks for power-ups and keep a . 

close eye on gaps in the cliffs. If you reach the 
boss avoid his laser by timing your jump perfectly and 
then jump over him and stab down. He is indeed fierce, but 
vulnerable when mobile. Stage 9 is yet to come... 


Legions is a spectacular 
platformer worthy of the 
Shinobi name. What lies 
ahead for this legendary 
series is now a mystery as 
SOA has let one of their 
biggest names out of the 
family circle. Will this be the 
last installment? Will 
Shinobi now appear on other 
platforms, such as the 
PlayStation and Ultra? 
Rumor has it that this is 
indeed a possibility. Either 
way, I enjoyed this game 
thoroughly and will come 
back to it often. E. Storm 


BLAZING CINEMAS BRING LIFE TO TfM. LMBEBBl 
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HIGH VELOCITY’S REPLAYS FEATURE AIM 
ABUIMDAIMCE OF UNIQUE CAMERA ANGLES 


E. STORM 

HIGH VELOCITY COULD 
EASILY BECOME THE BEST 
SATURN RACER YET. 


GCflB 


NO ANIMALS WERE HURT IN THE MAKING OF 
HIGH VELOCITY 


EXPERIENCE GROUNDBREAKING MULTI PLAYER RACING AS THE SCREEN SPLITS 
AND MERGES IN RELATION TO EACH CARS POSITION. 

C?V h rm *ssk 
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A.TURN 




Sega’s got a whole mess of gamers out there who've polished otl the Saturn's initial offerings (all of which originate # of PLAYERS 
ed in Japan) and are hungry for some U.S. Saturn power. Well, stuff’s cornin' and here's one of the lirst. 

BlackFire’s a 3D shooter/simulation with serious pumpitude. This is one mission you won’t soon complete, as DIFFICULTY 
there's more to BF than just beautifully colored texture mapped locales and enemies. There’s enough firepower cornin' 
your way most of the time to mash any 10 helicopters... unfortunately, you only have one. BF Is veryCommanche-like AVAILABLE -! 
in its execution, (which seems a no brainer since it hails from Nova Logic) except in BF the action is even more fluid 
and the enemies more detailed. The surrounding CG cinemas and mission-op screens In BF are equally intense. m 

I can’t really comment on the play mechanics, difficulty, or control In BF until I receive a final CD, but from the look m 

of things, this is going to he a long, challenging, and very addicting aerial blast-o-rama. Perfect voice commands brief m 

you on involved, completely non-linear missions that have you searching and maneuvering as much as deploying your % 

limited arsenal. ... \ 


My only preliminary beef is that there is no behind the chopper view option. Although you can switch cockpit views 
I really like seeing my aircraft. There also seems to be a low ceiling In BF as you can only ascend a short distance. 

Getting high above your enemies and diving in for the kill (as seen in Wing 
Ace) is not an option, not yet at least. We'll stay on this promising 
H title and bring you a review as soon as possible, in the 


meantime, BUG, Astal, and Shinobi (all three 
should be spinning in your CD by mid- 
September) should make life on 
Saturn exceptionally cozy. 

•E. Storm E. STORM 


FLY THE UNFRIENDLY SKIES 
WITH NOVA LOGIC’S LATEST 
CHOPPER SIM. THIS GAME 
HAS MAJOR POTENTIALI 
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from the arcade Al—you have to get used to it Additionally, you 
always spin out the same way and come to a complete stop when you E 
wreck, whereas in the arcade there was more sliding and a greater !■ Wi 
variety of wrecks (which weren't caused Quite as easily). K§§ 

And now a word to the coin-op cruisers out there like me, who 

I poured a gazillion quarters in to the arcade VR. Remember that 
cool TNI Sega voice, like “Time Bonuh!” and the ever so Sega 
like music samples that played so happily at each checkpoint? * 

Well, they're still in there, hut now sound, well, in my opinion, ~ 

kinda' broken. 

— Overall Virtua Racing for the Saturn is a great game. As a ii 
die hard arcade goer I probably have more complaints 

■ than most, so keep that in mind. The most important 

aspect of any game is fun and lasting power, and VR fif|| 
Saturn has enough ol both to feed Kid Fan. There's so W 
much more game play that it's definitely worth 
putting the pedal to the metal again. 
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lime 00:03:34 Score 00052050 

Life 284/300 .— ~f'v 

Zombie ■ &<=>£ 


Your first destination is the Cemetery. First you bust open tombs and then you bust open some zombies , 
Pick up ualuable items (items i /ary with each questJ and head for the Vampire's Castle . 

Time 00:09:52 Score'00052200 
Life 300/300 w 


Time 00:09:17-- Scofc A p0052200 
Life&t288/300 


Time 00^3:36 Score 00062S80 


Time 00:24:19 Score 00062880 
Life 176/300 
Vampire fr— 


wearing the crucifix and swing like a madman. Snag the lantern and head for... 

! j \ | At a glance one might think and even tailor the difficulty. The adventure is com- 

lm_,r-rr\Coi * ,a * Vir,ual H V**lide is no prised of scouring the vast country side, rich with 

7 TAPvvV more than aixel V digitized hills, dark forests, and foggy skies, on route to your 
i 111 \\\ _3 graphics in what would be next destination, where individual adventures and 

w -r| \\\ ) \\ a garden variety first per- various beasts await. You’ll enter a series of chal- 

-*> ) Vja son RPG. in actuality how- lenging castles, labyrinths, caves and the such, 

ever, it is much more. As each unique in its strategic elements. The fire cave 

someone who gives is particularly dark and foreboding lending an air of 

every game a chance to shine, regardless of claustrophobia to your quest. You can find and use 

graphics, I can honestly say that there is a pret- a variety of herbs and potions, as well as key items 

:ool game here. In fact, had the designers needed to enter certain areas. Weapons have 
led a more attractive specimen, or added a weight in Hydlide so just rigging your character has 

iely female to the options, VH would be down- strategic elements. The 3D in VH is a tad framey hut 

t spirited. I don’t mind the pixels so much, but executed well. While there are some glitches when 

t’s this semi-overweight dude doing defending caught in a tight corner, it does not hinder the 

fairy world? And who dresses him? I imagine gameplay. Overall, VH is a unique game that may or 

is how Robin Hood would look if they had fast not appeal to the Action/RPG enthusiast. I guess it 

I in Sherwood Forest. all depends on your individual taste. I personally 

ite of the coolest gameplay aspects in VH is that had tun with this game and will soon add it to my 

i time you play, you can create a new world, Saturn collection. -Mr. Goo 
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Time 00:37:12 
Life 500/500 


Time 00=40:57 Store 00162190 
Life 500/500 


















































































































BLADEfORCE. The year-2110 AD. The city—Meggagrid. A gritty metropolis reeking 
with the stench of organized crime. You enter this cesspool wearing only o helicopter 
flight suit ond a big grin that says "Hello Mr. Criminal. My gun is bigger than yours 1 / 
You fly in real time. You fire in real time. They die in real time. Have a real good 
time. Features: 360° 3D flying. 3D worlds. 3D everything. You spin. You soar. You 
shoot. You spew. Pack the Dramamine. 16,000 true 3D objects. 28 missions and 7 
crime infested levels. Buy the game, get the motion sickness free. 


Who's responsible for these 
two NRA favorites? The 
warped minds at Studio 3D0, 
of course. These innovative 
renegades have turned the 
most advanced gaming tech¬ 
nology on the planet into 
their own sensory amusement 
park-and every ride's an 
"E” ticket. See your favorite 
retailer or to order direct, call 
[ftllHBMftlllM or look us 
up on the Web: www.3do.com 


300. the 3D0 logos BladeForce and Killing Time are trademarks 
and/or registered trademarks of The 3DO Company All other 
trademarks or registered trademarks are properties ot their respec¬ 
tive owners. © 1995 The 3D0 Company All rights reserved. 
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KILLING 

TIME 


Dntrol, Please Skip This Ad. 


O N LY 


3DO 


THEY 

DON’T 


KILLING TIME. What a politically correct title, eh? You're trapped in a horrifying 3D 
world of the undead. But lucky you. You've brought along some serious firepower. 
You've got to shoot first and catch your breath later. To solve the mystery, listen to 
the ghosts for clues. You'll have to call on your wits, call on your weapons or call for 
an organ donor if things go south. Features: 16 horrific enemies (only 3D0 could get 
7 genuine ghosts on videotape). 45 supernatural areas to discover and over 200 
rooms to explore. Requires use of the head, if it hasn't been blown off already. 
















//peciaL Move/ 

Self Dostruct: * A 

Shoot Arms: Aw+^A+S 
Throw Head: Aw, Td, A 
8 owl Head: Aw, Id, 8 
A Dive 8omb: D, *+< 


numj. 


/peciaL Move/ 

Tornado: •» 4- > t A 
Cannonball: C++, ■* 

Slide Tackle: *, 8 

Jumping Jacks: * * * 4 
Cartwheel: «*, 8 


> //PeciaL Move/ 

Horn Slide: Aw, Td, C 
^ Horn Throw: Aw, A 
Mad Charge: Td, Td, Td 
Horn lunge: Td, Td, A 
/ Grand Slam: t, A . 


Wl 10 

>, /PeciaL Move/ 

8ump‘nGrind: Td, Aw, Id 1 
lunge Kick: Aw**+8+C 1 
Knee to Nuts: VVTd | 
flip Throw: A +-8 up dosel 
/ Nutcracker: 8 up dot* 


4<AMikAZp 

cLoWK! 


^oriMor! 

boriNor! 
































Panasonic decided that they needed balls...er, Ballz, and thus the powerfully 
enhanced 300 version of the bouncy, jiggly, 30 fighter is here. It you were a 16-bit 
Baliz fan, this version's for you. 

Ballz: The Director's Cut is more than just a version with stuff “put bach” that was 
left on the drawing board, it's been overhauled from top to bottom. For starters the 
wondrous 30 rotation and scaling effects are now 100% smooth and fluid, with no 

character dicker like in the 16-bit carts. All of 
the graphics have been redone with 24-bit 
beauteous colors and shading, you’ll love it. 
While you're checkin' the pix be sure to tune 
in the all-new CD music with weird voices and 
bonko sound fx. Each fighter now has INDIVID¬ 
UAL grunts, groans, and squeals, which adds 
actual personality to the characters. 

Extras abound in this version, such as extra 
bosses, extra moves, and extra character ani¬ 
mations when you win; such as your tighter 
playing pool with the busted ball remains of 
the opponent. Humor abounds in Ballz, it's hall 


Wl ID 

/fcecidL Move/ 

' HoKrusk:^,%,A 
Loogie: Aw, 14, A 
fencing Lunge; 14, Id, A 
Sane Sweep: 4-+AW+-A+ 
/, flying Spear: ^* 3 *^ 


mOM; Wl lo 


//keddL Move/ 

flying Kick: Aw, Aw, C 
Karate Chap: % 1<t, A 
Sally Charge: 14/14,14 
iump Sidekick: % % S 
Meditate: ^ 


The basic game play is the same, with 
jump, punch, kick, dodge, and tons of special 
moves, most of which are simply described on 
screen. I have only one wish tor the final ver¬ 
sion Of Ballz: BALLTALITIES! 

If you’ve never played Ballz, let’s say that 
the fairly simplistic play mechanics and lack 
of real blocking put this game into more of an 
“alternative fighting” category; it’s definitely 
not a hardcore fighter. On the other hand I 
guess it could be if you like the wacky side of 
gaming! SF fans probably won't get into the 
style, but as a purely tun game, Ballz has 
major potential. Check in for our review soon. 

-Slasher Quan 


/pecidL Move/ 

Hovering: C, 
flying Dart: 

Head Pound: t, td/A 
Super Slaw: 14,14, A 
Torpedo: Aw, 14, C 


kroMe 


/pL6.t 


Alep Me || 
For thp >1 
ActToH 


/pecidl Move/ 

Stun fart: Aw, Aw., Aw 
Spin Attack: Id,'*:, 1 * 
Swing in trees: C, 

Leg Swing: *>, 1 
Back flip: +, 8 ^ 




t/uHaMi 


Avp you 
/igktlNQf or 
dA>TCiMcf? 


♦ rAttLe 
| JaLLz! 


/pecidL Move/ 

Shoot f yebolls: % 114 , A 
Coffin Chase: Aw, Id, 8 
Boomerang: Aw, Id, A 
Poga Stitk: 8 up dose 
Grove Diver: -r, % 8 ^ 


CAN i CfO dpt 

/oMe Ye aL 
fighter/? 


/Pi-At 

















Leave it to 3D0 studio to , . - ~mm 

bring us a 3D, rocket-pow- sBHB 
ered explosionfest so over- ■ 

flowing with texture- ^ 

mapped glory, you might 

look for an M2 logo on v Vr /SSSffSSi 

your 3D0. I thought PO’ed 

was amazing, but Vj\ C 1% J£S§(%CgE- 

Bladeforce almost separat- ~ sser^ 
ed my jaw from my iace. BsHSSIIi^^EHBSl 
In Bladeforce you control 
a high-powered vigilante 
who uses a rocket pack 

and big guns to hunt down ^HmF 

a bunch of grungy ex-cons. I Bj.il. : - " - r 
Okay, I’m speculating a bit 

on the story...you see, in ' -i - ^ 

the preview version I was & ^ __ 

treated to some spectacu- ^ v -vH s. 

lar FMV story scenes pro- *>•:' 
filing both the hero and the 

enemies, including one thug with a blood-dripping knife. 
However, the voice wasn’t in yet. For all I know the 
hero's trying to hunt down and slaughter anyone who 


— sends mail with postage due, but somehow I'm 
guessing that's not the case. 

^ Anyway, the game play's just what you'd imag- 
ine...you can fly in any direction, including strafing 
(yeah!) and reverse. You have a main machine gun 
and selectable missiles, which range in strength 
from Ml to M3. (Suppose that’s a hint? 128-bit 3D0? 
Nahhh, couldn't be.) The game has GIGANTIC, open-air 
levels where you seek and destroy power towers, cont'd. 


SLASHER QUAN 
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Stuff they made us say: Ballz is a trademark of PF. Majic. 3D0 and The 3D0 logos are trademarks of the 3D0 Company. The REAL ZONE is a trademark of the Matsushita Electric Corp. of America. 




The Director's Cut 


CK, I war, desperate-. On r vy ttnee-z, 6eg^in' a nd pkadin' 
for mercy, hey, I'm no but fhah neanderthal fO-onfc. 
6 fee-i^. off on My th /II. fart now I 'if y> and fcusf 
infe rvt| aerial attack, and <^er-u>ol morph rucvtk Nett" ^ 
6oomeK 5tt" new ttife down i? doin' ttoe- ^vejin'. Thk K 
arena cotvbaf. Rude, natty and in-your-face■. hrd -fttfe di recAor'c, erf leff 
nothin' art. You ajtt rf all. I'm ovtta here-. Feace." _| 


’ONE BALLZy 
MOVE AMO 


Am tyo/mw from the- &£AP 0 tow, Tontj ‘TVo-ftov^ 1 ', IP 


HOOKUP 
VIIKVOUR 
NEAREST 
300 0EALER 
OR CALL: 
1-800 
332-5368 






































energy fields, gunnery installations 
and other such devices. Blowing up 
a generator could open new areas of 
the level to exploration. 

Along the way you’ll pick 
up standard goodies 
like fuel, new mis¬ 
siles, and chick- _y a*. 

en...I mean health, , "N*. 

oops. 

As for the graph- ' 

ics, it’s just yet 
another benchmark 7 : 
in 3D0 texture 
power. I didn’t know 
the 3D0 could reach such ~ 
heights! The explosions are 
so realistic, the scrolling is so fluid, 


the details are so amazing...well 
we’ve got pix, see for yourself. The 
fog effects are especially impres¬ 
sive, you’ll be shocked at 
how different structures 
are covered in differ¬ 
ent amounts of fog 
. - depending on your 

proximity to the 
fk i objects. 

* it The BladeForce 
I played was very 
incomplete, but if 
tons of missions and 
enemies are added, 

BF will be one of the 
marquee 3D0 titles. 

—Slasher Quan 
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Stuff they made us say: ICEBREAKER is a trademark of and was developed by Magnet Interactive Studios, Inc. ICEBREAKER 3DO software is licensed to DENTSU USA INC. 3D0 and The 3D0 logos are trademarks of the 3DO Company. The REAL ZONE is a trademark of the Matsushita Electric Corp. of America. 
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"CVaKgs- Meany? I don't think so. The^e- bad boys arc 
downright nasty! The- d\jdo took, two -to The- cbe^t, Spli rh 
in half and kept on rodkn. What'z- a gjy to do? I moan 
were -hikin' thumbs on fro. My heart's pounding. and I'ivi 
drippiri Sweat. 6vf I'm addicted. I'm clearin’ this board. 

1 ‘50 levels, monster fanes and screamin' pyramids. I'm gin fill-fat, 

See- ya on the grid." IJ| 
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T hanks to EA, another blissful Doom-style shooter is headed to the 
3DQ...only this one mixes extreme strategy with the carnage. 
Unlike most other Doomers where you simply guide a lone hero 
through enemy infested corridors and environments, in Space Hulk 
you command a squadron of mechanical Terminators to do your bid¬ 
ding! To me, the multi-Terminator control is Space Hulk’s greatest 
asset. When the game is paused you can pre-program other termina¬ 
tors (anywhere from 2-10 or even more) to perform certain tasks. 
Imagine, your goons can hold the line in one place, decimate the, 
beasts in another, set a room on fire, or make a run for med supplies, 
all while you’re pumping a “Genestealer” full of hot lead! And 
the best part is, you can cycle through each robot at will and 
change your strategy as the conditions change (very cool). Don’t 
think the strategy gets in the way of the action, it doesn’t...the k 
two elements are surprisingly - 
well-blended. SH is based on af 
Games Workshop RPG, and it’s 
good to see the strategy wasn’t dis¬ 
carded. Space Hulk’s graphic envi¬ 
ronment shows just how far the 3D0 
has come...remember first gen 
releases like Monster Manor? SH is 
probably the best 3D on the 3D0 yet, 
and the textures are mouth-wattering- 
ly good with only a little pixelization 
on close objects. What I really like is 
the insane amount of splattered 
brains and guts whenever you gun 
down one of the shark-like 
Genestealers. I particularly enjoyed 
hanging out in a room, blasting away 
20 or so of these creepies, and watch¬ 
ing with bloodthirsty glee as the car¬ 
nage piled up on itself. SH is com¬ 
prised of several different missions, 
and in each mission you have a spe¬ 
cific objective, such as terminate, 
rescue, decoy, or the good ol’ suicide 
run. The play mechanics are very 
Doom-ish with the standard walking, 
shooting, and the ability to look up 
and down...the only thing I couldn't I 
find was a strafing, or sidestep 
move. Not only can you blast the 1 
monsters, but you can engage in 
hand-to-hand combat and block with 
one arm and parry with the other. The 
whole theme of Space Hulk is well 
executed, great sci fi with plenty of 
convincing story. There are many 3D0 
3D blasters, but SH is one to look for¬ 
ward to...l can’t wait for the 
review version to show 
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You're the ultimate killing 
machine, part man and 
part robot So what comes 
out when you tinkle? 
Never mind that Get to the 
lab and exact your revenge 
on that twisted scientist. 


He may look like a waste of good aluminum, but this 
android will come in handy when things get hairy. 
He'll send you useful bits of information through your 
communications circuit that will help you in your 
mission. (In other words, don't pump him full of lead.) 


Enjoy the smell of burnt metal? 
Good. You'll need to blast 
hoards of evil motoids like 
this one in order to survive. 


If a mad lpn|i^^ngs you 

back to iK ^fcaR -humar 
| part-robotic killing ^ 
machine, do you blow him 
away or call him Daddy? 


J^ocafcpse Here's a relationship that's even too screwed up for one of those cheesy talk He may have created 

you, but there will be 

/ shows. Introducing Iron Angel of the Apocalypse ! M A mad scientist has created you, no father-of-the-year 
^ / awards for this wacko. 

^ the Iron Angel, from flesh, bone and metal. But he didn't program you to mow his 


\ 


Cool game, huh? lawn and serve drinks at his parties. He wants you to rid the world 

Wait until you 

see Iron Angel of of the human race. Luckily, you still have enough brain tissue to 

the Apocalypse: 

'll The Return. realize that the world could do without this lunatic. With the help 


> ;ui ; 
!tj 


of a lovely assortment of big-ass guns, your mission is to blast your way to the scientist's 
lab on the top floor. If you make it, you can give Pops a Father's Day gift he'll never forget. ^ 


Asynergy 


©7994 SYNERGY, Inc. All rights reserved. 3DO and the 3DO logo are trademarks of The 3DO Company. For tips, call T800-734-9466. For money, call Mom and Dad. 
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RAYMAN A<fylR|$ SPECIAL ABILITIES AS; 

rw UNLOCK THE IECRET! 


PROGRESSES. THESE NEW PLAY MECHANICS BECOME PARAMOUNT IN EACH STAGE AS 
fijEACH WORLD. YOU MUST FREE ALL ELECTOONS TO BEAT THE GAME.' 
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THE STALKER 

BLUE LIGHTNING IS A 
SEMI-INTENSE JET 
FLIGHT SIM WORTH 
CHECKING OUT. 




rr/mi 


i “Engage and destroy!" 

In Blue Lightning, you are the leader ot an 
elite Top Gun regiment of crack fighter spe¬ 
cialists. Drako, a lunatic with money, has 
decided to wreak havoc on the world by means 
of guerrilla warfare. Your squad must stop this 
madman before he gets a foothold on any con¬ 
tinent. The action will take place over the con¬ 
tinents of Australia, North and South America, 

I Asia (Russia), Europe and “somewhere in the 
Pacific.” You have been granted an F/A-18 
Hornet, a Russian Mig-27 Fulcrum and a 
French Viggen to begin operations, and you 
will eam more planes with each successful 
campaign. 

Many of you will remember the original 1989 
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Lynx version of this game. Suffice it to say, the Jaguar CD repro¬ 
duces all of the same excitement, in this version, as there was 
to be found on the Lynx. Regrettably, it doesn't give the user too 
much after that. I’m a huge tan of combat flight sims, and this 
game does have the hey elements of a generic good game, but I 
was just looking for so much more! 

The control and play mechanics are rugged and clunky. Of 
course you have the familiar “afterburn” speed rush and the 
halting air brakes, but there really isn’t much more to Hying your 
jet than that. Vou still can't fly very close to the ground (which 
makes strafing a heavy chore) and you have a single barrel roll 
as your only fancy maneuver. One very nice addition to this game 
was the option to toggle between a (default) behind the plane 
view and a cockpit "heads-up" type view. 

There is, very thankfully, some wonderfully devilish fun to be 
had in Blue Lightning as you shoot at ground targets with your 
Vulcan cannon, drop bombs on strategic sites and take out 
enemy aircraft with AAMs. The levels get longer and harder as 
you progress, so there will be a provision made to save up to five 
separate games continuously. 

The graphics in this game were totally retooled from the Lynx 
version (there's a no brainer), but they have that certain darkish 
unappealing look of so many other Jaguar games. These old 
school Amiga programmers must adore dark colors! At least the 
FMV cinemas are looking fairly cool. 

A heavy guitar rock CD soundtrack REALLY helps this game. No 
frills, no special effects, just good music. Too bad the in-game 
sounds are so weak. At least the muffled voices are fairly well 
done: via this bizarre G.I. Joe / British accented flight controller 
guiding you along. 

Blue Lightning really isn’t the spectacle it was supposed to be, 
but it delivers some decent action to your JagCD. If you're real¬ 
ly into flight sims, check this one out. 

- The Stalker 
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‘KILLER INSTINCT’ All your favorite warriors con¬ 
tend in the Kl tournament, each combatant 
engages in connected moves and finishing tactics 
to destroy thier opponents. $69 



‘BATMAN 

FOREVER’ 

The dynamic duo 
of Acclaim and 
Warner Bro¬ 
thers present 
the video game 
and movie event 
of the century. 
White hot digitized 
graphics, two 
player Batman 
and Robin 
action and more 
bat moves than 
ever before! $64 



‘MORTAL KOMBAT 3’ has 6 new Kombat Kodes, 
8 new characters, 32 megs, and secret portals that 
allow fighters to smash up and down into different 
backgrounds. SNES or GEN $69 



‘TECMO SECRET OF THE STARS’ The evil lord has 
destroyed your father. You must create your own city and 
restore harmony to the world. Animated 3D battle scenes, 
battery backup and unique split party. $54 
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‘DAYTON A 
USA’ is the 
most realis¬ 
tic 3D racing 
arcade game 
ever. This wild, 
highspeed 
stock car rac¬ 
ing game 
allows you to 
choose from 
four dynamic 
viewpoints on 
the fly to get a 
true racing per¬ 
spective. SAT $52 


DAYTONA 

USA 


‘SONY PLAYSTATION’ Sony’s breakthrough 32- 
bit processor, CD ROM architecture delivers real 
time experience with ever changing 3D perspec¬ 
tives and stereo CD quality sound. $299 


3DO 

3DO System Goldstar 

$399 

3DO System Panasonic $399 

7th Guest 2: 11th Hour 

$54 

Alone in the Dark 2 

$52 

Baldies 

$52 

Battle Sport 

$52 

B.C. Racer 

$52 

Blade Force 

$52 

BrainDead 13 

$52 

Carrier: Fortress at Sea 

$52 

Cyberdillo 

$52 

Daedalus Encounter 

$64 

Death Keep 

$54 

DefCon 5 

$52 

Doom 

$52 

Dragons Lair 2 

$52 

Duelin’ Firemen 

$54 

ESPN Baseball 

$52 

FIFA International Soccer $52 

Flight Stick Pro 

$69 

Grandest Fleet 

$56 

Hell 

$45 

Icebreaker 

$46 

Killing Time 

$52 

Kingdom:Far Reaches 

$46 

Lost Eden 

$32 

Lost Vikings 2 

$46 

Mad Dog McCree 2 

$54 

Maximum Surge 

$59 

Microcosm 

$39 

Mirage 

$32 

Myst 

$54 

Need for Speed 

$52 

NovaStorm 

$52 

Off World Interceptor 

$52 

Out of this World 

$42 

Panzer General 

$42 

Perfect General 

$56 

Police Nauts 

$52 

Primal Rage 

$62 

Psychic Detective 

$52 

Quarantine 

$34 

Rebel Assault 

$52 

Return Fire 

$52 

Road Rash 

$56 

Robinson’s Requiem 

$52 

Seal of the Pharaoh 

$39 

Shanghaii:Triple Threat 

$52 

Slam & Jam Basketball 

$52 

Star Control 2 

$54 

Syndicate 

$54 

Theme Park 

$52 

Varuna's Force 

$52 

Way of the Warrior 

$52 

Wing Commander 3 

$54 

World Cup Golf D Beach 

$34 

Zhadnost: w/Control Pad 

$52 

GAME GEAR 

Batman Forever 

$38 

Beavis & Butt-Head 

$32 

Chicago Syndicate 

$32 

Garfield:Caught in the Act $36 

George Foreman 

$38 

Judge Dredd 

$38 

Madden Football ‘96 

$36 

Mortal Kombat 3 

$39 

NFL Quarterback Club '96$39 

NHL Hockey 96 

$36 

Primal Rage 

$38 

X MEN 2 

$38 

Zoop 

$34 


HARDWARE 

Aura Interactor $79 

Genesis CD System 2 $229 

Genesis System/NFL 95$ 129 
Lethal Enforcers Guns ea $18 
ADVENTURE 
Batman Forever 
Casper 
Comix Zone 
Congo 

Cutthroar Island 
Gargoyles 
EarthWorm Jim 2 
Judge Dredd 
Kingdom CD 
Lords of Thunder CD 
Mutant Chronicles 
Phantom 2040 
Space Ace CD 
Space Adv Cobra 2 CD 
Spot Goes to Hollywood 
Star Trek Deep Space 9 $48 
The Ooze 
Warlock 
X-Perts 
Zorro 

KICK & PUNCH 

Clayfighter 

Eternal Champions CD 
Fatal Fury Special CD 


$64 

$58 

$54 

$58 

$54 


$54 

$52 

$39 

$59 

$54 

$49 

$36 


$44 

$52 

$58 

$58 


$46 

$44 


Justice League:Task Force$60 


Maximum Carnage 2 
VR Troopers 
WeaponLord 

ROLEPLAYING 
Beyond Oasis 
Eye of the Beholder CD 


$56 

$52 


$42 


Lunar 2:Etemal Blue CD $49 


Phantasy Star 4 
Popful Mail CD 
Uncharted Waters 

SHOOTERS 
Beyond Zero Tolerance 
Exo Squad 

Mad Dog McCree 2 CD 
Vector Man 

SIMULATIONS 
Formula 1 WCE Racing 
Full Throttle Racing CD 
Road Rash 3 
Super Bike Challenge 
SPORTS 
ATP Tennis 
Bass Masters Classic 
Converse Hardcore Hoops $59 
ESPN NBA Hangtime CD $54 
Links Pro Golf CD $56 
Minnesota Fats Pool $54 
NBA Action 95 $54 

NFL Quarterback Club 96 $62 
NHL All Star Hockey $49 
Prime Time NFL FB ‘96 $58 

Rugby World Cup 95 
Slam Masters 
TNN Outdoor Bass ‘96 
Tecmo Super Bowl 3 
WWF Arcade 
Wayne Gretzky Hockey 
World Series Baseball 95 $66 
STRATEGY 

Aero Biz Supersonic $59 
Liberty or Death $56 

Syndicate CD $54 


$83 

$49 

$36 

$49 

$48 

$49 

$52 


$49 

$52 

$49 

$36 

$56 


$54 

$54 

$59 

$62 

$62 

$54 


JAGUAR 

Jaguar CD System 

$149 

Jaguar Controller 

$19 

Jaguar Power Kit 

$149 

Alien Vs Predator 

$54 

Barkley Basketball CD 

$52 

Blue Lightning CD 

$52 

BrainDead 13 CD 

$52 

Cannon Fodder 

$54 

Club Drive 

$29 

Creature Shock CD 

$52 

Demolition Man CD 

$52 

Doom 

$56 

Double Dragon 5 

$49 

Dragon: Bruce Lee Story $29 

Highlander CD 

$52 

Hover Strike 

$52 

Kasumi Ninja 

$46 

Mortal Kombat 3 

$59 

Pinball Dreams 

$54 

RayMan 

$58 

Robinson's Requiem CD $52 

Space Ace CD 

$52 

Syndicate 

$58 

Theme Park 

$58 

TroyAikman Football 

$56 

Ultra Vortex 

$64 

Varuna’s Forces CD 

$56 

Wyne Gretzky Hockey CD$59 

White Men Can’t Jump 

$59 

Wild Cup Soccer 

$54 

Zodiac Fighters 

$58 

Zool 2 

$46 

MARS 32X 

College Basketball 

$62 

Doom 

$59 

Midnight Raiders CD 

$56 

NBA Jam Tournamen 

$59 

NFL Quarterback Club! 

96 $64 

NighTrap CD 

$59 

Pitfall 

$59 

Power Rangers CD 

$52 

Primal Rage CD 

$58 

RayMan 

$58 

Star Wars Arcade 

$39 

VR Troopers 

$59 

Virtua Racing Deluxe 

$59 

X Men 

$59 

NEO GEO 

Neo Geo CD System 

$399 

Alpha Mission CD 

$69 

Blue’s Journey CD 

$69 

Choshinken CD 

$69 

Double Dragon 

$199 

Fatal Fury 3 

$249 

Fight Fever CD 

$69 

Football Frenzy CD 

$69 

Galaxy Fighter 

$229 

King of Fighters '95 CD 

$69 

King of the Monsters 

$69 

Magician Lord CD 

$69 

Nam 1975 CD 

$69 

Ninja Combat CD 

$69 

Riding Hero CD 

$69 

Savage Reign 

$229 

Soccer Brawl CD 

$69 

SpinMaster CD 

$69 

Street Hoops CD 

$69 

Top Hunter 

$169 

World Heroes 2 Jet 

$199 


CDI 

7th Guest 

$52 

Burn Cycle 

$46 

Chaos Control 

$44 

Kingdom:Far Reaches 

$44 

Laser Lords 

$44 

Mad Dog McCree 2 

$44 

Merlin’s Apprentice 

$44 

The Apprentice 

$32 

Zelda’s Adventure 

$44 

HINT BOOKS 

BattleTech 

$9 

Beavis & Butt-Head 

$9 

Fighting Games Secrets 

$9 

Lion King 

$9 

Lufia 

$9 

Mortal Kombat 2 

$8 

NBA Jam Tournmnt Edition $9 

Ogre Battle 

$13 

Phantasy Star 4 

$12 

Popful Mail 

$14 

Primal Rage 

$12 

Road Rash 3 

$12 

Sonic Strategy 

$16 

Super Star Wars 

$9 

Super Street Fighter 2 

$9 

Vay 

$12 

PLAYSTATION 

Sony Paystation System 

$299 

PXS Controller 

$22 

3D Baseball ‘95 

$54 

After Shock 

$54 

Agile Warrior: F-111X 

$54 

Assault Rigs 

$52 

Blazing Dragons 

$52 

Castlevania: Bloodletting 

$45 

Creature Shock 

$54 

Cyber Sled 

$54 

Dark Legend 

$54 

Dark Stalkers 

$52 

Dark Sun 

$54 

Destruction Derby 

$52 

Disk World 

$54 

Doom 

$59 

ESPN Extreme 

$52 

Galaxy Fighter 

$54 

Horde 

$54 

Hyper 3-D Pinball 

$52 


Judge Dredd 
Jumping Flash 
Krazy Ivan 


$48 

$52 

$52 


Legacy of Kain: Bid Omen$58 


Mortal Kombat 3 
Myst 

Novastorm 
PGA Tour 96 
Panzer General 
Primal Rage 
Raiden 
RayMan 
RazorWing 
Ridge Racer 
Road Rash 
Shock Wave 
Solar Eclipse 
Tekken 
Toh Shin Den 
Top Gun:Fire at Will 
VR Hockey 

WarHawk:Red Mercury 


$58 

$52 

$52 

$52 

$54 

$54 

$52 

$52 

$52 

$56 

$54 

$54 

$54 

$54 

$59 

$54 

$56 

$52 


SUPER NINTENDO 


HARDWARE 

Ascii Role Player Cntrller $29 
Super Nintendo System $149 
X-Band Game Modem $32 
ADVENTURE 
Admiral Togo 
Batman Forever 
Black Thorne 
Boogerman 

Castlevania: Dracula X 
Cutthroat Island 
Donkey Kong Country 2 
EarthWorm Jim 2 
Mega Man 7 
Mutant Chronicles 
Ogre Battle 
Pocahontas 
Seventh Saga 2 
Star Trek Deep Space 9 
The Dragon 
The Mask 
Warlock 
Waterworld 

KICK & PUNCH 
Hagane 


$58 

$66 

$52 

$58 

$47 

$62 

$64 

$64 

$54 

$59 

$58 

$59 

$62 

$48 

$62 

$59 

$59 


$59 

Justice League:Tsk Force $66 
$44 
$39 
$64 


King of Dragons 
King of the Monsters 2 
Maximum Carnage 2 
Mortal Kombat 3 
Primal Rage 
WeaponLord 
World Heroes 

ROLEPLAYING 
Brain Lord 
Breath of Fire 2 
Dragon Warrior 5 
EarthBound 
Illusion of Gaia 
Lord of the Rings 
New Horizons 
Secret of Evermore 
SHOOTERS 

Doom 

Galactic Defenders 
Realm 
Tin Star 
Wild Guns 

SIMULATIONS 
Air Cavalry 
Comanche 
Grand Prix 1 Part 2 
Jungle Strike 
Urban Strike 

SPORTS 

Bass Masters Classic 
Converse Hardcore Hoops $59 
Int’l Superstar Soccer 2 $47 

Looney Tunes BasketBall $59 
Madden Football 96 $58 

NBA Jam Tournament $64 
NFL Quarterback Club 96 $69 
NHL Hockey 95 $54 

RBI 94 $54 

Super Bases Loaded 3 $62 

Tecmo Hockey 
Tecmo Super Bowl 3 
WWF Arcade 

STRATEGY 
Aero Biz Supersonic 
Bust-A-Move 
PTO 2 

Tetris & Dr. Mario 


$64 

$59 

$39 

$56 

$59 

$72 

$64 

$64 

$54 

$62 

$64 


$56 

$49 

$39 

$58 

$49 

$62 

$39 

$49 

$59 

$59 


$58 

$62 

$66 


$56 

$42 

$62 

$54 


SATURN 

3-D Soccer 

$45 

3D Baseball 95 

$58 

7th Guest 2: 11th Hour 

$52 

AD&D Fighters 

$46 

Agile Warrior: F-111X 

$54 

Alien Trilogy 

$52 

Alone in the Dark 

$46 

Batman Forever 

$52 

Blackfire 

$52 

Blades of Rage 

$54 

Blazing Dragons 

$52 

BrainDead 13 

$54 

Bug! 

$38 

Casper 

$46 

Castlevania: Bloodletting $45 

Clockwork Knight 

$38 

Converse Hrdcore Hoops $52 

Cyber Sled 

$54 

DefCon 5 

$54 

FIFA International Soccer $54 

GEX 

$52 

Ghen War 

$52 

Gran Chaser 

$46 

Horde 

$52 

Journeyman Project DC 

$52 

Legacy of Kain:Bld Omen $58 

Myst 

$52 

NBA Basketball 

$45 

NBA Jam Tournament 

$47 

NFL Quarterback Club 96 $52 

Night Warriors 

$54 

Panzer Dragoon 

$52 

Pebble Beach Golf 

$46 

Pinball Arena 

$54 

Primal Rage 

$64 

RayMan 

$52 

Shanghai: Triple Threat 

$52 

Shell Shock 

$52 

Solar Eclipse 

$52 

Space Ace 

$52 

Storm 

$52 

Supreme Warrior 

$52 

Total Eclipse 

$54 

VR Hockey 

$56 

Virtua Cop 

$52 

Virtua Fighters 2 

$56 

Virtua Racing 

$52 

WWF Arcade 

$52 

X MENrChildren of t’ Atom $54 

ULTRA 64 

Ultra 64 System 

$249 

Alien Vs Predator 

$56 

Cruis’n USA 

$56 

Doom 

$56 

Killer Instinct 

$56 

Red Baron 

$56 

Robotech 

$56 

Top Gun 

$56 

Top Gun: A New Advnture $56 

Turok: Dinosaur Hunter 

$56 

VIRTUAL BOY 

Virtual Boy System 

$179 

Devil Busters 

$49 

Mario Clash 

$49 

Red Alarm 

$49 

Telero Boxer 

$49 

WaterWorld 

$49 

Worms 

$49 

Virtual League Basketball $49 
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Call 

802-767-303 

Fax 

802-767-338 

Source 

10380 

P0 Box 234 
Dept 10380 
Rochester, 
VT 05767 




GAME 

OFFER 

Buy 4 games from the li 
below, get the least expensiv 
FREE. All 4 games must be 
stock at the time of purchas 
Offer good from 8/15/95 I 
11/30/95 or while supplie 
last. 

GENESIS: Joe Montana C 
SI9. ESPN FB S36, Stree 
fighter 2 $19, Happ Ctrl Pad 
S9, Tecmo Spr Bowl $29. FI 
Wireless Ctrl Pad $29, Com 
J-stick S39, Chuck Rock 2 C 
SI 9. Ristar $34 
SNES: Virtl Bart $29. Inspc 
Gadget $19. Clay-fighter $2< 
Supr Soccer SI 6, SuprTenm 
$16, NBA Showdown $3S 
Mario is Missing $29, Daft 
Duck: Marvin Missions S3( 
Battletoads: Dbl Dragon S2! 
Peacekeepers $2f 

Animaniacs Si 9 
GAME GEAR: Georg 
Forman Boxing $16, Chuc 
Rock $16. NBA Basketba 
$16. NFL FB Joe Montan 
$24, NFL Quarterback Clu 
$34, Pro Pounch $9, Winte 
Olympics $24 

JAGUAR: Club Drive $2£ 
Dragon $29, Kasumi Ninja S4f 
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Pitfall Harry’s Jungletime Adventure wffPjMff 
was one of the greatest 2600 games of 
ail time, and last year’s long awaited 
16-bit sequels rekindled the spirit of the original. I am on your TV 
not a mega fan of The Mayan Adventure; I simply consid- ~ few times, 
er it a solid platform game. So it was with both excite¬ 
ment and trepidation that I . 
approached the 32X version...and the 2«Ji|i9i|Hi 
results were 

StitMts shimmering multi-scroll ' 
depth—very nice. From the richness 
of the backgrounds to the fluidity of 
the character animation, the graph- 
ics have a pseudo 32-bit feel...check 
out how detailed the hero is when he shimmies down 
ropes! I can’t say the graphics are 100% 32X optimized; 
the screen has a major jerkiness problem-let's call it 
“32X enhanced." 


W'W™' mechanics. When you wruam-m 

j&aSC .>44- ""SS2I2 DIFFICULTY - MEDIUM 

on a dime, when you 

-Cr;climb ropes you always available - September 
1’W m seem to move farther 

®an vou want to. 

#®$P- <> Once you get used to the controls, 

Pitfall becomes a fairly enjoyable 

r quest, especially as you progress *b'm 

deeper into the levels and unlock 

treasures such as the hidden 2600 Pitfall game (don’t w| 

forget to use the tunnels!). Pitlall 32X is worth a go, but 
overall I don’t think the game quite lives up to its land¬ 
mark heritage. -Slasher Quan 
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SLASHER OUAN 

ACTIVISION BRINGS 

A SOLID ADVENTURE 
LOADED WITH GAME- 
PLAY TO THE 32X. 
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Pick the scenario... You own a 32X, but not a 
Saturn, or, you own a Saturn but not a 32X. Or 
maybe you don’t have the bucks tor a Saturn but so 
far aren’t convinced a 32X is a worthwhile expen¬ 
diture. If one game is going to turn the tide, this is 
the one. Virtua Fighter 32X has something to otter 
in any case. 

A more fitting title for this game would be Virtua 
Fighter Plus, because it contains a variety of valu¬ 
able enhancements on top of a frame rate equal to 
the Saturn version! 

Visually, besides a slight loss of detail, this is 
pure VF with no sacrifices. The personality of each 
character is delivered thoroughly, with excellent 
voice samples, fluid animation, and flicker-free 
replays. 

In the sound dept., although not on par with the 
stunning redbook audio found in the Saturn ver¬ 
sion, VF-32X has very good sound. I have it on 
good authority “the SH2's are smokin’ in this one”. 

Where VF-32X really delivers however, is in all of 
its outstanding new features. There are now four 
camera angles to choose from (pictured below) as 
well as a tournament mode allowing up to eight 
players to participate. You can even shrink or 
expand the ring! We’ll get into all of these aspects 
and more next month when we review VF-32X, (as 
if I just didn’t). -E. Storm 


ENTRY NO.2 




FORMAT - 24 MEG CART. 


E. STORM 

32X OWNERS GET ALL THE 
VIRTUA FIGHTING POWER 
DISPLAYED ON THE SAT- 
URN, AND THEN SOME. 
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I’ve just played possibly the best plat¬ 
former ever created, Clockwork Knight 2. 
There is a tendency to get overly excited 
when you experience astonishing new game- 
play elements for the first time, but I don’t 
think that’s the case here. 

CK2 is just so incredibly breathtaking I 
can't imagine anything in the genre even 
coming close for at least a year. Everything 
pales sadly in the wake of this ultimate 
Saturn masterpiece. 

Not only is CK2 faster, longer, harder, and 
much tighter than CK, but it is loaded with 
vertical elements, vast levels, and obstacles 
which are nearly impossible to describe. 
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CK2 starts out right where CK left oft, with 
Pepperouchau slaying the huge TV beast. 
Suddenly, after rushing to Chelsea’s side, she 
is swept away by bats, and the adventure 
continues. 

In level two Pepperouchau loads himself 
into cannons and shoots himself between 
planes. And when he rides his toy horse Baro- 
Baro, who is so brilliantly animated my jaw 
dropped to the floor, he moves in and out of 
the screen so quickly and smoothly that I had 
to pause and pinch myself. In the Bathroom, 
which is thick with steam, water rolls up and 
crashes over loofa sponges that pop out bub¬ 
bles when you land on them. Rubber ducks 
make for bobbing platforms, and as you run 
across towels they look and teel real. Don’t 
ask me how. Then there's the rotating tower... 

Forget about the bosses, I won't even try to 
describe them. 


excellence is an understatement. Nothing 
even comes close, nothing. This is the plat¬ 
form game to beat. 

CK2 came in the day we closed the issue 
(ot course), so I had to pause at the Clock 
Tower (just as I began my assault on the huge 
rotating pillar), write this, and off to film it 
went. 

I wish I could tell you how long CK2 is 
(length was CKI’s major drawback) but time 
will not allow. However, the game's develop¬ 
ers claim it is much longer than OKI. This is 
hard to imagine. If this level of gameplay can 
be sustained over a Castlevanla-size adven¬ 
ture, than CK2, in my opinion, is the best plat¬ 
former ever created...if you like the charac¬ 
ter, and I do, very much. 

My question is, how can SOA let this title 
come out in Japan without even being men- 

tinner! in Amerina? It wniilrl cumin linnet tho 


category. With CK2, Astal, BUG!, Rayman, and 
Sonic on the way, the Saturn would sweep the 
platform category in ‘95, and that is its strong 
point! If they stuck CK2 on demo anywhere it 
would draw a crowd. 

Hopefully Sega will realize the potential of 
this sequel and port it immediately. If 
you own a Saturn, you should be 
playing this game. You think FT* * * 
you’ve seen what the Saturn W* . 
hardware can do? I did. Now I . ^ 
can’t imagine what 
this team will do *• \ ' 

next, but what- w * 

ever it is, I’ll T 
be the first in J v v ‘ k 

line. I’ll have flL ~ \ 

more CK2, next 
month. m W 
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Someone has finally done it! (or is doing it). That is, created the perfect 
war-time flight sim. At least those are my preliminary impressions based on 
my preview play. Admittedly, I am impressed with Namco’s Air Combat, but 
Sega’s Wing Arms does it so much better, in my opinion, with multiple view¬ 
points galore in tow. In Wing Arms, (which is based on an arcade game that 
this Saturn game destroys) you can view the action from inside the cockpit, 
behind, or in front of your fighter. The texture mapping on each plane is utter 
perfection and the terrain moves as smoothly as I’ve ever seen in this type of 
game, with super clean warping and scaling effects. Wing Arms features 
WWIi fighters in a series of realistic battles that’ll have you screaming out 
battle cries in the middle of your living room. What you’re looking at here is 

one level of what could become the finest flight sim. ever. _ 

Wing Arms is due out this September in Japan. Let’s hope a 
wise third party has already picked it up for a U.S. release. 

Stay tuned for further coverage in future issues. -E. Storm 


E. STORM 

WHOEVER LANDS THIS 
GAME IN THE U.S. HAS A 
HIT ON THEIR HANDS! 
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E. STORM 

IT’S A CRYING SHAME 
THIS GAME HAS NOT 
MADE IT’S WAY STATE¬ 
SIDE. 
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\Y% WISHED RPG$ WOULD LOOK* NOW THAT 12-BIT HAS FINALLY 
IAS BEEN GRANTED* PROBLEM IS I DON'T READ KANJI* SOMEONE'S 
SEED OUT IN THE STATES* THE U*S* GAMING SCENE IS IN DIRE NEED 
OF SOME CULTURE* ? 
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WITHIN THIS 
SHRINE DEEP INSIDE 
A VOLCANO LIES A 
RIDDLE THAT I 
HAVE YET TO FIG¬ 
URE OUT* THE 
GUARDIAN TOOK 
HOURS TO DEFEAT 
SO I'M NOT GOING 
ANYWHERE* LOOK 
FOR MORE ON 
BLUE SEED AS MY 
ADVENTURE 
THROUGH THE 
KANJI DICTIONARY 
CONTINUES* 
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I’ve gotta come right out and say it -1 never expected the 
Saturn to be able to do this. What we have here, basically, is 
Virtua Fighter 2 minus Shun, Lion and the mind-numbing back¬ 
grounds. Though the game moves at 30 frames per second, half 
the speed of the arcade VF2, the characters are about 15% per¬ 
cent bigger than in the original Saturn VF, the polygon breakup 
during replays has been completely remedied and... well... the 
-i \ thing’s texture-mapped! 

For a VF fan like myself, this is exactly what was needed to 
keep me playing...Sega’s strategy worked. Remix was developed 
byis a reaction to Namco’s outstanding Tekken, which was luring 
RPning game fans away from the Saturn. (In an interesting develop- ■ 
ment note, this game was actually ‘remixed’ by AMI, not AM2) Starting 
with an arcade version and shortly thereafter moving to the home, just 
like Tekken, I have no doubt Sega’s plan will succeed - VFR is priced 
at a very easy-to-swallow 3,400 Yen... or around $40. 


For this super-cheap price you get exactly what you see here - Virtua 
Fighter 1 beautifully textured. The gameplay is identical to the origi¬ 
nal, the music is the same, the codes are the same and the ranking 

I mode is the same. For this reason, I can’t recommend VFR to those of 
you who have the original but aren’t into Virtua Fighter - you’ll find 
nothing new here in terms of gameplay. For the die-hard Virtua fan, 
however, this little shred o' joy will keep you occupied until VF2 
comes out. Sadly, Sega of America doesn’t have any plans to 
release this more-than-worthy title in America or even pack it in 
with the official release of the Saturn in September... For now, your 
only option is to buy a Japanese import and a con¬ 
verter. - Nick Rox 
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In the Darkest Hour, 
Hope Springs Eternal. 


NOT RATED 


SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. ALL RTGtfJ^^pRVED. Origir 
Alex. "LUNAR” is a registered trademark of Game Arts/Working Designs. English Translation OT995 Working E 
glorious 3B! Licensed from Game Arts/Studio Alex by Working Designs. For a dealer near you, call (916) 243-3417, 


The incredible sequel to the best¬ 
selling SEGA-CD™ RPG of all time 
is coming to your SEGA-CD' this 
Summer! 
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Powers Kingdom (aha Guardian War) tor the 3D0 wasn't 
such a bad game. In tact, it could have been great, it only it 
had characters, and a storyline, and an overhead map, and 
some towns, and a bit ot variety, and for heaven’s sake, a plot! 
Fortunately, fflicrocabin realized the same thing, and every 
single one of these previously missing items are highlighted in 
Riglord Saga, the second game to use the Powers Kingdom 
strategy engine. 

Microcabin didn't just fill in the missing pieces to make 
Riglord Saga, they actually systematically improved every 
aspect of the original, even the graphics and music (which 
were spectacular to begin with). Gone is Powers Kingdom's 
perfectly tlat world littered with 1-sided pop-up trees and 
rocks. Instead, Riglord Saga features a texture-mapped, titled- 
polygon 3-D world. You can view this world from straight 
above, from two different angles, or from the ist-person per¬ 
spective of a character on the battlefield. These graphic 
effects give you a real feeling of depth as you climb a steep 
mountain trail or fight your way through a deep chasm. 

You control a party ot up to 12 characters, complete with an 
interesting assortment of knights, healers, archers, ninja birds 
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and half-dragon pikemen. Each character has their own spells and techniques, 
which can be gained in battle and added to your customizable option menus when¬ 
ever you choose. 

Your party is led by Arthur and Musashi, who start the game as mortal enemies, 
but decided to put aside their differences and become each other’s bestest friend 
in the whole wide world. From there, the storyline turns into typical RPG fare, you 
know the type: “an ancient prophecy says that [name of villain] shall attempt to 
conquer [name of continent] with his army of darkness but a prince of [name of 
kingdom] shall gather together [number] holy warriors, spanning a wide variety of 
races and genders, and together they shall save the world, and at least one cap¬ 
tured princess and/or queen.” Still, it’s better than nothing, and the plot progres¬ 
sion is actually quite non-linear. 


if you've played Powers Kingdom, you know that every 50x50 grid full of ene¬ 
mies is basically the same whether you're fighting in a mushroom forest, under¬ 
water, or in the rectum if a giant whale. Not so in Riglord Saga. The storyline brings 
you to a variety of interesting locations, from a snowswept trail up the oh-so-beau- 
tifully named “Queen's Nose” (seriously!) mountain range to the blood-splattered 
walls of Dragoon castle. The battles actually have objectives this time around, not 
just killing every enemy on the map, and a number of new additions make the bat¬ 
tles interesting, such as uncontrollable NPC allies and multi-level dungeons. 

With an innovative new graphics engine, hundreds of spells and techniques, 
an overhead map (with real towns!), personality-filled characters and -best of 
all-- a plot, Riglord Saga looks to be everything Powers Kingdom should 
have been. -Takuhi 
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Sonic Software Planning's first Saturn offer¬ 
ing, Shining Wisdom, is already on the way! 
This spectacular overhead Action/RPG fea¬ 
tures 3D rendered characters and spectacular 
animation. My sources tell me SW is the best 
looking and playing Saturn game so far. I’ll 
have a complete review along with American 
release info next month! 




Treasure, perhaps the greatest game makers ever assembled, are busy making their first Saturn title, 
Guardian Heroes. The fighting in this spectacular Action/RPG is executed like Yu-Yu-Hakusho’s with multiple 
fighters on two planes in the background. I'm sure that SOA is all over this one (it they're not...worry) so stay 
tuned for more into as it develops. Guardian Heroes is scheduled lor release later this year in Japan. 


LOCK 


Mara’s Steamgear Mash is looking great with rendered machines in an isometric worfd. SGM debuts in September. 


Bandai’s Slam Dunk Sega’s Golden Axe:The Duel JVC’s The King of Boxing Data East’s Dark Legends 

All of the above titles are due out during August and September in Japan. Look for U.S. updates as they become available. 


Rayearth is now completed and there is a 
chance that Working Designs will do the 
translation. If they get it, expect to receive 
this power action/RPG in the second qtr. 
‘96. If WD does the trans. all the voice 
tracks will of course remain intact, so let’s 
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Sho & twin brother Kazuma don’t think 

g 

Kazuma’s got a vendetta against him, ar 
has made arrangements with several 
mercenaries to wipe him off the face of 
this earth. A bit bitter you say... 

Obviously someone wasn’t treated right 
when they were growing up. 

Sometimes you just can’t depend pp Jam 


VIC TOKAI INC. 


22904 Lockness Ave., Torrance, CA 90501 

SHINOBI LEGIONS is a trademark of © Sega Enterprises, Ltd. 1995. 
Distributed by VIC TOKAI INC. For more information call (310) 326-81 



This official seal is your 
assurance that this product 
meets the highest quality 
standards of SEGA ™ 

Buy games and accessories 
with this seal to be sure that 
they are compatible with the 
Sega Saturn ™ System. 


SEGA SATURN 


Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. 
All rights reserved. 

For any information on the ESRB rating and legal disclaimer 
contact the Entertainment Software Rating Board at 800-771-ESRB. 


























The answer is subjective. You could say Arc the Lad is a very odd hybrid ot the ulti¬ 
mate role-playing game and short, super-linear gameplay. Don't get me wrong... as 
you can see, Arc is literally packed to bursting with the best art ever seen in an RPG 
and a radiant soundtrack to match. What we have a suspicious and disappointing 
lack of here is GAMEPLAY. Arc, sadly, consists ot tons of Shining Force battles ran¬ 
domly interspersed with gorgeous story scenes. This isn’t to say the battles are bad... 
in fact, they’re tremendously enjoyable... yet about midway through the game they 
become slightly tedious. And I mean slightly -1 never tired of the full-screen, poly¬ 
gon-overflowing, line-scrolling, lens-flaring bliss ot the magic spells or the ever- 
increasing amount of keen comments from your characters. (“Kattapashikara 
Buttakiruze!!”) 

If I seem to be trashing the game I've been feverishly hyping for months, forgive 
me. Arc the Lad is great game, and by regular RPG standards Arc is quite the expe¬ 
rience. I’m basing my comments about gameplay on the supreme excellence of the 
storyline, visuals, and music... the game system just doesn’t match everything else. 
Also, as I mentioned above, the length of the game leaves... well... let’s just say it 
leaves something to be desired. An RPG you can beat in eight hours is not my idea 
of bliss. 

ATL’s storyline is excellent: It begins on a snowy night in the village of Towville, 
near the Mountain ot the Spirits. A family living in Towville has kept the mystic 
(lame atop the mountain burning for centuries, which prevents an ancient evil 
from escaping the confines of the shrine on the mount’s summit. The youngest 
member ot the family, Kukuru, is about to be married to a rich buftoon whom she 
has no interest in. She arranges with the village’s crooked mayor to call off the 
marriage if she’ll extinguish the sacred flame on Spirit Mountain. Naturally, she 
goes along with the plan. At first, nothing seems amiss. Then, suddenly, the sky 
darkens and the evil escapes: The Arc Demon! This is where you, as Arc, come in. 
Arc's father Yoshua, a great warrior, left his home 10 years prior, telling his wife 










































that such a day would arrive and Arc was to don his father’s armor and sword to confront the evil. 
Arc does re-hindle the fire, but the damage has already been done: the Arc Demon has been freed. 

You can imagine the expectations I had after experiencing that godly intro, accompanied by 
some of the finest music ever composed... and it's ALL PCM. That is, of course, except for the 
tracks performed by none other than the London Royal Philharmonic Orchestra... No kidding. Under 
the direction of conductor Harry Rabinowits, the London Phil recorded two LONG symphonic joy- 
tracks - the opening and the ending. Back to the PCM thing, this is without a doubt the most 
astounding machine-generated music ever heard. It is FAR better than most CD soundtracks and, 
strangely enough, considerably better than the finest Saturn PCM I’ve heard, ostensibly the system 
with the better sound capabilities. Also aurally stimulating in Arc are the comments from your 
party members, ranging from attacks, magic, death comments, getting items, blocking, counter¬ 
ing, and a myriad of others too numerous to mention. This really adds so much to an RPG... to be 
able to hear the characters’ voices makes it much easier to identify with them. 

What can I say about Arc’s graphics? Just look at these shots - what do YOU think? Pretty amaz¬ 
ing, no? I believe ATL’s art is second only to Sega's Astal, but there is much, MUCH more of it in 
this game. Oddly, very little of the game takes advantage of the PlayStation’s considerable 3-0 
abilities, except for a few spells and one very cool sequence in an elevator shaft. You really don’t 
miss it, however, as the art is so visually arresting and the effects in battle such as SNK-like 
scaling, animated EVERYTHING and the smoothest character movement ever In an RPG more than 
make up for a lack of 3-0 effects. The most impressive graphic feature of Arc, though, is the fact 
that backgrounds never repeat. Every land has its own appearance, from a Chinese motif in 
Greyscene, an Egyptian one in Aliibasha, and a European air in Sumeria, the look of the game is 
constantly changing. 

Well, there you have it. Arc the Lad is a fine, but flawed game. I recommend it to any and 
every PlayStation owner into RPG’s. You’ll love it while it lasts, I assure you. The biggest prob¬ 
lem in ATL is another part of the gameplay: About half of the characters are actually useful - 
Poco, Kukuru, and Chongara are practically useless while Arc is shockingly strong. (At the end 
of the game, Arc was at Level 60 while other characters weie at 30 or so). An interesting com¬ 
ment was made concerning Arc by my good friend Casey Loe: “It I had known what the game 
system was like and how short the game was before I bought it, I wouldn't have bothered... but 
I’m glad I did.” This sums up Arc pretty well tor me. It’s actually much better than I’ve proba¬ 
bly made it sound. Arc the Lad Vol. 2 is planned for an early '96 release, and I have a feeling 
we’ll be seeing much more from the talented staff of G-Craft the next time around. - Nick Rox 
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NICK ROX 

An odd hybrid of the 
ultimate RPG and 
super-short substan¬ 
dard gameplay. 
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ZXE-D: LEGEND OF THE PLASMATLITE a 

Yet another standard 3-D lighter on the PlayStation, eh? Nope! In Bandai’s 
ZXE-D (Pronounced “Zexeed") you not only use control pads to play the game 
but little models of the robot warriors, hinda like next-gen R.O.B.S... no joke! 
ZXE-D is due this year. 


DRAGONBALL Z: 

ULTIMATE BATTLE-22 

The latest in the million-selling 
Super Butohden series ol DBZ 
games comes out July 28th. The 
backgrounds are 100% 3-D poly¬ 
gons, while the 22 selectable char¬ 
acters were cell animated by the TV 
show staff. We’ll have a review on 
DBZ: UB22 next month. 


|KB I OHSH 1H] 


TOKYO DUNGEON a . 

Tokyo Dungeon, a 3-D RP6 by Tsunogawa Shoten. was designed by the creator ot Ultima IV 
and Wizardry IV and has music by Mr. Azuma of Panzer Dragoon lame. ID is due in ‘95. 


GROUND STROKE a 

Ground Stroke, due August 11th, is a fully 
texture-mapped tennis game by SPS. 


PRIME GOAL EX 


PGEX is the latest incarnation ot Namco's 
super-popular soccer game and comes 
out September 14th. 


















































































RACE : from page 23 

within Sony and within our sister 
companies. 

GF: Getting bach to that CD a little 
bit...in Japan, the Demo, Demos 
are very popular. Do you foresee 
something like that coming out 
here? Are you actively pursuing 
anything along these lines? 

SR: Yes, there are a couple of dif¬ 
ferent avenues we’re pursuing. 
One is, there will be PlayStations 
inside point-of-purchase devices. 
The consumer can select from a 
menu free and play various 
games. On top of that, when they 
pre-book their PlayStation, they 
will get a demo CD which feature 
snippets of interactive game and 
stream-through (full-motion) video 
displays. In some cases they can 
play the game, and in some cases 
they can see what the game will 
look like. We’re trying to demon¬ 
strate the disc and the capabilities 
of the system to the consumer at 
point-of-purchase and when 
they’ve brought the product home. 

GF: It would seem that with Sony’s 
vast resources, the marketing pos¬ 
sibilities are endless. Will you 
market the PS as vigorously as 
Sega has with its hardware, with a 
similar TV and print blitzkrieg? 

SR: Yes, within Sony we’ve talked 
about a $40 million ad campaign 
for the launch. Unlike Sega or 
Nintendo, which have to spread 
their marketing dollars across a 
number of platforms, we have to 
husband all of our energies and 
our focus into a single platform. 
We think that the launch for 
PlayStation will be bigger than the 
launch for Saturn and some of the 
other products. Take a look at 
what’s happened to Saturn so far. 
Have you seen a lot of advertising 
for Saturn? i haven’t. You’ll see 
ours, you can’t miss it. Another 
thing we'll have is a pre-launch 
campaign where the consumers, 
at about 8,000 different retailers in 
the United States, can go in and 
put money down and get this demo 
disc. We want to take them out of 
the market as quickly as we can 
from a marketing perspective. It’s 
also our unique little way to give 
our customer something for having 
faith in the PlayStation and Sony. 
We have some neat little entice¬ 
ments to do it, like a bracelet that 
identifies them as a PlayStation 
owner before it comes out, and 
this demo disc. So we have a vari¬ 
ety of ways to entice both the 
retailer and the consumer to focus 
on PlayStation. 

GF: It is becoming more and more 
evident that Sony intends to steer 
clear of the realm of 2D gameplay. 
Do you feel that 2D gaming has run 
its course? 

SR: I think there will always be a 



changes that will make it more 
applicable to this marketplace. It 
really is a gamer’s game. We’ll let 
the market determine whether 
(Robbit) would be the long-term 
character or not. We’ll let the con¬ 
sumer help us to understand what 
it is that is compelling about a 
character or about a product. 

GF: Do you have any other charac¬ 
ters that you might propose? 

SR: We were fooling 
around with Polygon 
Man for a while. We re 
looking at a couple of 
other characters. We re 
working with Marvel 
Comics on some things. 
We work with all sorts 
of outside people, both 
out of the comic indus¬ 
try, out of the movie 
industry, out of all sorts 
of industries. We get all 
sorts of creative 
input...to find charac¬ 
ters, whether it’s peo¬ 
ple or plumbers or ani¬ 
mals or whatever they 
might he, who could 
serve as spokespeople 
or spokescharacters for 
PlayStation. The most 
important thing is to get 
great gameplay to the 
consumer. 

GF: How long of a run do 
you forecast for 32-bit 
consoles? What do you 
see for PlayStation in 
the next five to ten 
years? 

SR: If you take a look at 
the history of video 
games, most of the plaUorms last¬ 
ed anywhere from about four to six 
years. The timetable we’re looking 
at for PlayStation, and all the next- 
generation systems, is probably 
the same. I don’t think we re see¬ 
ing an elongation or a shrinking of 
the technological forefront. In the 
next five to ten years I think you’ll 
see a lot more ease of networking, 
and player-to-piayer gaming. I 
think you’ll see more live-action 
integration, to the point where 
stream-through video isn’t just an 
interlude, but it’s really part of the 
game. You’ll see these things not 
only from PlayStation now, but 
from the next generation of Sony 
product that we develop down the 
road. 

GF: Who at SCE decides which 
games will make the trip to the 
U.S. from Japan? And I ask this 
after learning that Motor Toon GP, 
one of our favorite PS titles, will 
not be making it to the U.S. Do you 
feel the theme is too light for 
Americans? 

SR: Basically within the SCE group 
there’s SCE Japan, SCE Europe, 
and SCE America. All of the prod¬ 
ucts that are made in any territory 


place for 2D. There will be some 
number of 2D games that come out 
on the PlayStation as well as all 
the next-generation systems. 
There are a number of 2D games 
out on Saturn already. You can get 
better graphics and scrolling per¬ 
formance in a 2D game. However, 
we believe the real engaging part 
of 32-bit systems, the real thing 
that brings you into the game, is 
the 3D technology. 


GF: Don’t you think that taking the 
platformer to the next level is at 
least something to consider, given 
the popularity of Sonic and Mario? 

SR: If the question is, do we want 
another character like Sonic or 
Mario that stands for the plat¬ 
former, I think every company 
would like that. At one point, I 
saw that Sonic had sold about 
$1.5 billion worth of goods world¬ 
wide. So why wouldn’t you want a 
character that stands for you? It’s 
an area we re pursuing. I don’t 
think it’s critical to long-term suc¬ 
cess or the viability of the plat¬ 
form, but clearly I would like to 
have a character that has legs, 
that can lake you to different 
realms or different areas. 

GF: While we’re on the subject, 
will you introduce a trademark 
action character? If so, would you 
consider Robbit from Jumping 
Flash? That game truly breaks 
new ground in the action/plaUorm 
genre. He’s awfully cool. 

SR: Yeah, he is. We’re going to 
bring Jumping Flash to the U.S., 
but we’re going to make some 


can be taken in by any other terri¬ 
tory. We have complete access to 
anybody else’s software. But it’s 
totally up to me, as the President 
of (Sony) North America, to decide 
if I want to take a product in from 
Japan or not, or take a product in 
from Europe. For example, we’re 
taking in Jumping Flash, the game 
that you guys like, and we also 
happen to like a lot. We’re taking 
in a basketball game from SCE 
Europe. We’re not going to take in 
Motor Toon, and that’s totally our 
call. We have a grid and a mecha¬ 
nism and a scoring system that we 
use, and it just did not pass our 
test. My personal review of the 
title is that it is a bit juvenile. 
There are some game mechanics 
in (Motor Toon) that don’t make a 
lot of sense to the American men¬ 
tality. While it would sell in the 
United States, I just don’t feel it 
would sell in large numbers. 
We’re trying to bring in product 
that has much broader appeal. 

GF: On that note, not all Americans 
watch sports and eat hot dogs. 
Japanese art and anime have a 
place in many a gamer’s heart. In 
fact the best games of our time, 
especially in the role-playing 
field, were created in Japan. Sega 
made the huge mistake of ignoring 
this rather large segment of 
gamers by depriving us of RPGs 
and games with themes they didn’t 
feel appealed to the masses. The 
enthusiast is the reason we are 
here in the first place. Will SCE 
take a similar stand and focus only 
on the mainstream, rather than the 
enthusiast? 

SR: No, again, I think that there are 
categories we will go after. We are 
looking at a number of RPGs, such 
as Arc the Lad from Japan. I think 
they shipped over 300,000 pieces 
in the first shipment. We are 
examining whether or not this title 
appeals in the United States. Each 
of the games that we have access 
to from Japan, or from Europe for 
that matter, we take into focus 
groups. We have a wide spectrum 
of target audiences that we talk to. 
So if we’re looking at an RPG, we 
will skew toward an older, more 
sophisticated, computer-playing 
type of focus group than we will if 
it’s a sports game. We’re also 
looking at simulations. Several of 
our third parties are doing World 
War II sims, battle sims, and 
things like that. We have approved 
SimCity for publication. I’d rather 
let the individual third-party com¬ 
panies announce what their titles 
are, but because of the capabili¬ 
ties of this system, there will be 
many more sims than on SNES or 
Genesis. PlayStation just handles 
these types of games better than 
the 16-bit systems. 


(Everything sounds great Steve. 
GameFan is behind you guys 100%. 
Thankyou for the candid interview. -ED.) 
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ACM technology is 
what makes the 
fighters look so 
life-like... 


Plenty of killer 
in every box of 
losers need not 


moves 



AOL (©keyword: NO A 
www.nlntendo.com 


All the bodily fluids 
are intact...so clean up 
after yourself will ya? 


More killer combos 
than you can shake 
a stump at. 


I 
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. ..uh we mean 
unlife-like... 
er...repti le-like 


For one or two players. 
So find a friend and 
proceed to humiliate. 


What else can we say 
'cept it's all on 16 -bit 
so bag the new system, bud 
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SUPER NINIENDO 

ENTERTAINMENT SYSTEM 


For a limited 
ti me you g et a 
of the game music 
—free cuts to go with 
your cheap shots . 














EXCLUSIVE! GAMEFAN & NINTENDO KILLER INSTINCT GIVEAWAY 


I Here's how: 

• Draw your special Killer character 
(no larger then 8 1/2”x11 ”) 

• Give it a name (be creative) 

• Create a new special attack 
• Complete official entry form 
• Mail your entry by Oct. 31st to: 
Diehard Killer Contest 
5137 Clareton Dr. Suite 210 
Agoura Hills, CA 91301 


ENTER THE CONTEST BY SENDING IN YOUR DRAWING TO KILLER INSTINCT CONTEST. THE 
GRAND PRIZE WINNER WILL BE CHOSEN OUT OF ALL ENTRIES. (5) FIRST PRIZE WINNERS WILL 
BE CHOSEN IN EACH OF THE 5 DIFFERENT AGE GROUPS: UNDER 8,8-12,13-15,16-18, AND 19 
& OVER. SEND YOUR DRAWING TO: KILLER INSTINCT CONTEST, do GameFan Magazine, 5137 
Clareton Drive, #210, Agoura Hills, CA 91301. All winners will be notified by mail. ALL ENTRIES MUST 
BE SUBMITTED ON PLAIN WHITE PAPER. NO LINED PAPER OR POST CARDS WILL BE ACCEPT¬ 
ED. THE DRAWING MUST BE NO LARGER THAN 81/2” X11". Each entry must have your name and 
address directly on the submitted art. Multiple entries accepted, but each must be sent in separately. The 
deadline for all entries is October 31,1995, and all entries must be received by this date to be eligible. 
DieHard GameFan and Nintendo of America Inc. and their affiliates are not responsible for late or lost mail. 
Employees of GameFan Magazine, Nintendo of America Inc. and their subsidiaries and affiliates are not 
eligible. Forty-one (41) winners will be selected by the GameFan judges, who shall have complete and 
sole discretion in selecting winners. All decisions are final. All taxes on prizes are the sole responsibility 
of the winners. Winners release GameFan Magazine and Nintendo of America Inc. and their subsidiaries 
and affiliates in all matters relating to the use of prizes. No substitution of prizes or cash equivalent 
allowed. One prize per family. Winners grant permission to Nintendo of America Inc. and/or GameFan 
Magazine to use their names, addresses and photo’s for advertising or promotional purposes without 
additional compensation. Contest void where prohibited by law, and otherwise governed by California law. 
(C) 1995 NINTENDO/RARE, NINTENDO, SUPER NES, AND KILLER INSTINCT ARE TRADEMARKS OF NINTENDO. 


25-Runners Up: Killer Instinct 
Cartridge and a one year 
subscription to GameFan. 


5-3rd prize winners: 
Diehard GameFan T-Shirt 


GRAND 

PRIZE 


• 20" Stereo Color 

TV With Remote Control 

• Super Nintendo 

• Killer Instinct For SNES 

• One Year Subscription 
To Diehard GameFan 

• Diehard GameFan T-Shirt 


10-2nd prize winners: 
One year subscription 
to Diehard GameFan 


3 d PRIZE 


IT'S EASY! JUST MIX 'N MATCH 
ANY OF YOUR FAVORITE KILLER 
INSTINCT CHARACTER'S RODY 
PARTS AND WEAPONS TO MAKE 
YOU OWN KILLER CHARACTER! 
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8-bitters wrapped up with additional color, and pounding 
SNES music. Even though the graphics are exactly the 

same otherwise, I played all three once - 

again, and got an instant reminder of 

how great 8-bit games played. I can 

only hope Tecmo does well with / • ^ 

Trilogy so they’ll invest in a A 

Saturn, PS, or Ultra-64 version. ( 

But this late in the game, who /j A ; i \ 

knows? Will I buy it when it f ? i f x ’ 

comes out?... What, are you ? A t i 

kidding. I wouldn’t miss it for \T ' 

the world. It’s a little slice of ^ 0k ' J tT* 2 

history I can now play with the y 

music cranked, shaka!-E. Storm ^ ‘ 


Anyone who grew up scouring the aisles of the local Toys 
R’ Us for quality NES games surely remembers the first 
time he (or she, ya’ never know) played Ninja Gaiden. For 
me, it was the first time I ever really experienced a true 
platform game. From that moment on I was hooked. Unlike 
many of my comrades, I thought Mario was lame back 
then. He was just too cuddly for me. I’m one whom has 
always been drawn to the dark and foreboding, over the 
flowery and cuddly. 

When the SNES was released, one of the first things that 
crossed my mind was getting a rockin’ 16-bit version, but 
sadly, the usual ‘off by a mile’ demographic study stepped 
in my path, and to this day, no new version exists on a 
home platform. Now here we are at the tail end of the 16- 
bit era and out pops Ninja Gaiden Trilogy, all three blissful 


E. STORM 

Ninja Gaiden is the only 
8-Bit classic that can 
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^ijastleyaniaf 

ovacula 


One word will always result in a luminous grin when uttered to any platform game 
addict... Castlevania. We dig the whole Belmont thing, which is basically slaying the 
beasts which surround an eminent feast on the sacrificial vampire of Konami’s choice. 
We keep killin’ ‘em and they keep cornin’ back. As long as they do I’ll be there with a 
controller and a bottle of No Doze. There’s something about vampires that makes ‘em 
really fun to kill. I guess the fact that they’re spawns of hell and poke holes in foxy 
babes has a lot to do with it. 



In this final 16-bit installment, Konami has taken the gameplay that made the NES 
and PC Engine versions so intoxicating, and blended it with high quality SNES graphics 

-- and a soundtrack that you could NEVER get too much of. Those trade- 

\ mark Castlevania melodies have seldom (actually only once on PCE- 


CD) sounded this good. In fact, if this game sucked (which it definitely 
does not) I’d buy it for the soundtrack alone. 

What this game does not parody is my favorite version, Bloodlines 
(which I will always treasure) and my second favorite, the original 
SNES version (which remains on nearly every gamers top ten ail time 
SNES list). Not to say that this adventure pales in any way. It is a fan¬ 
tastic game, just not of the same divine stature as the above afore¬ 
mentioned hunts, which are seldom achieved in a console’s lifetime. 

One feature that makes Dracula X so great are those wonderful pat¬ 
terns. Literally every enemy has some sort of method to his (or its) 
attack. You must adjust your position in contrast to their distance and 

, - —~— -- —r speed much of the time. 

i vp- V ’ Simultaneously you’ll con- 

* tend with those trademark 

•4 Ml CV pitfalls, like jumps that 

Jfyjgsy < I require you loft off of the 

i very edge, and crumbling 
• platforms. If you’re not care- 

' ful in level 3, you’ll find 
I . yourself neck deep in a 

l swamp filled with pain, a 

_J dire consequence of your 

impatience and imminent 
descent from staggered pil- 
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lars laced with those relentless flying heads that have 
graced every hunt. And then of course, there’s the boss¬ 
es which in this adventure take some time to figure out. 
This Belmont isn't quite as agile as what you’re used to 
so be prepared. 

I’ve gone about as far as I can go in a preview, so I’ll 
layout the remaining levels and review Dracula X next 
month. The SNES is so very jammin’ these days isn’t it? 
It’s good to see I tell ya’, 16-bit consoles are many and 
future support is mucho appreciated. Enjoy4he last 16- 
hit installment of Konami’s legendary series. -E. Storm 














































The greatest 3D splatter- 
test ot all time, Doom, has 
stormed the SNES and in 
my opinion this is the best 
game system version yet! 
The control you missed on 
the Jaguar, the you 

missed on the it’s all 
here...and more. 

At first you may want to 
wrench open your system 
and see if there’s a 32-bit 
chip hidden inside, ‘cause 
you won’t believe you’re 
looking at SNES 
■ graphics. Well, — 

__ you won’t 

yTJjTl find one of / 

those, 

bmoa but you 

... gffffrvl will I 

find 

the FX2 chip...that’s right, 

Doom is the FIRST FX2 game! 

Doom SNES has captured 
the entire dark, disturbing, 
text-mapped visual wonder that . 

was the PC version, with only a 

few sacrifices. For instance, the \ _ _ 

resolution has dropped, but not too 
much. Texture maps on the ceilings and 
floors were cut, but it’s hardly noticeable. The 
view window is letterboxed, but nowhere near as 
badly as in the 32X edition. Despite these compro¬ 
mises, Doom is one of the all-time landmark 16- 
bit graphic achievements. 


It you loved the MIDI music tunes that kept your 
sweaty palms glued to the keyboard on the PC 
Doom, no worries, you’ll still be white knucklin’ 
when you hear the awesome SNES music. Sound 
effects from the retort of a shotgun to the creepy 
hiss of fireballs are reproduced almost perfectly! 

If you weren't completely thrilled with the con¬ 
trol schematics on other Dooms, I guarantee 
you’ll love the SNES control. Strafing is handled 
by L and R, and the run and fire buttons are right 
next to each other...perfect! The only compromise 
here is that only one button is used to cycle 
through the eight weapons, but the good news is 
you can pause and choose weapons at your 
leisure. You never have to worry about get¬ 
ting roasted while you’re trying to dial 
up the RFD! 

All the monsters, all the 
secrets, and most of the levels 
(22) made it into the SNES 
cart, and that’s more than 
enough to keep you busy. All 
the little nuances like hidden 
bridges, deadsplat traps, 
secret weapons, etc. are wait¬ 
ing for you to discover. 
Unfortunately there’s no pass- 
IV words, but you get unlimited 
continues. 

My fondest wish is that Doom will 
be supported on XRand, because the 
multi-player Deathmatch was simply the best fea¬ 
ture of the PC version. Even if a versus option 
never materializes, this game is a must-play. For 
me, happiness is a warm rocket launcher...and 
Doom for the SNES! -Slasher Quan 
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Primal Rage has arrived on the SNES and 
although this bestial fighting game has many 
positive features to its credit, there are a few 
chinks in the game’s armor that may disap¬ 
point hard-core fans of the arcade game. 

Thankfully, PR’s game play has been well 
represented on the SNES version. The same 
multi-hit combos and mid-air juggles that 
work in the arcade game also work on the 
SNES edition. At first I found the special 
moves were a little too hard to perform, but in 
time they became second nature...you have to 
be deliberate and confident with pad move¬ 
ments, otherwise you’ll be nothing but 
Velociraptor lunch meat. I also like the fact 
that the coin-op’s blood and fatalities are still 
intact, albeit slightly watered down. 

Visually, PR is great in some areas and not 
so hot in other areas. While the characters do 
have less size, color, and animation than the 
arcade game, the results aren't that bad con¬ 
sidering the SNES is much less powerful than 
the 32-bit coin-op. To me, the digitized back¬ 
grounds could have (and should have) looked 
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K. LEE/SLASHER 

BITMASTERS DELIVERS 
AN IMPRESSIVE 16 -BIT 
VERSION OF THE ARCADE 
POWERHOUSE. 


establishing the sinister mood of this game. 

In a way. the SNES version of Primal Rage is both a success and a 
failure. If you're looking for a well-crafted SNES fighting game that 
balances violence with a unique theme, then Primal Rage may be the 
ticket. On the other hand, if you are a demanding PR fan looking for 
arcade perfection in your home, we recommend buying a Saturn or 
PlayStation. 

—K.LEEySLASHER 


much better. I expected the backgrounds to demonstrate much more 
detail and complexity, but as it stands, each locale has a very basic 
and washed-out look. 

The sound in PR did make the trip from arcade game to SNES. but 
it's not completely intact. Although the music is solid and the sound 
ettects are okay, the bassy. MK-esque sounds that were so impres¬ 
sive in the arcade game do not exist in the SNES version. The only 
thing that sounds as meaty as the coin-op game is the announcer's 
voice. His evil sounding '■Rage" and “Final Battle” do a good job of 
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MORTAL TOMBAT Hi 

Mortal Mania once again hits the SNES this October. MK3 is one of the best coin-op conversions for the SNES to date, and of course 
all the carnage has remained intact, once again. Look for a full review next month in GF-16 and, the upcoming GF strategy guide! 




i 

GARGOYLES Q 

Disney’s popular animated 
show gets its own game on 
the SNES! Get ready lor 
Disney quality right from the 
source! We'll have more on 
Gargoyles soon. 




SPAWN Q 

Get set for some big time action, 
as Spawn flies straight from the 
comic books onto your SNES. 
Spawn was developed by the 
same team thought brought us 
SkyBlazer! Tune in for power 
coverage next month! 
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BOOCERMAN O 

You know Nintendo has loosened up when boogers are (lyin’ on the 
SNES. Boogerman is truly one of the coolest carts ever. Do not miss 
this one! We’ll have a flatulent revue next issue! 



REAL MONSTERS 

The wacky Nick Toon comes to life on your SNES in August. RM features 
cool cooperative play and art that exactly replicates the freaky show. 



WWF WRESTLEMArdX 

This smash hit arcade rasslin’ game features all of Vince McMahon’s lat¬ 
est creations. Lights, camera, act! 
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WeaponLord Is finally here! If 
you're still decidin’ whether to buy 
this super-intense weapon fighter 
check out Viewpoint, but if you’re 
already knee deep in the swords, 
sorcery, and gore of this power cart, 
we've got just the thing...a list of 
moves not in the manual plus a 
strategy guide! We’ll have more 
strategy next issue, so kick it right 
here. (Note: all screenshots in tnis 
issue were taken on SNES, next 


Warp Si 
Guilfotilj! 
Power! 
Widow! 
Power I 


Shield Crack: Hold B2 ojr B3, t«-4- 

Corpse Slrfken 4-, charge 1 sec., then hold B2 or B3, t * 

Demon Axe:«-, charge 1| sec„ Hold F2 or F3, 

Roll: •♦*4'*, F2orF|l 

Axe Lift: Hold F2 or F3p|t* r 


i81: Backslash Ft: ForeSlash i 
iB2: BackThrust F2: ForeThrust! 
|83: BackStrlke F3: ForeStrikeJ 


Iron Fist: B2 o| B3 

Head Rocker: -> 4--», BZ or B3 
Curse Slam^ij^^or^^^ 


Launt|§|2 4.-*, B2 or B3 
HI Strike: Hold B3, 4<-* 

in Strike: Hold F2 or F3, t * «- 
ffe Talon Strike: Hold B2 or B3, -> 
irse Claw: Hold B2 or B3,114- 
or F3, 


Orb of Souls: Hold B2 or B3, ft* 
Hell Deflect: Hold F2 or F3, W-jtf* 
Heel Kick: <%^F2 or F3 , || 
Soul DisplacfflPftld F3,4- 4jP 


Air Frenzy: 


Thrust Blocks are an aggressive form of blocking. In WeaponLord you can always do normal 
blocks, but Thrust Blocks must be learned and mastered.__ 


against the height of oncoming attacks. For instance, use a 


•You must aim your Thrusts against the height of oncoming attacks. For instance, use a 
High Thrust Block against air attacks, a Mid Thrust Block against mid-level swings, and 
a Low Thrust Block against crouching/ground attacks 


•Certain moves will overpower your Thrust Blocks, such 
as Korr’s Double Flame Strike. If you are used to Thrust 
•Thrust to delend against it! 


Blocking, try a 


•To do an Air Thrust Block, press Down plus ForeSlash in the air. Try an Air Thrust Block 
against a standing opponent who tries to keep you out...you’ll knock away their swing, 
which will open them to a combo as you land! 
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.OMBP? 


A defied will catch the enemy's swing, knock it aside, and follow 
through to connect as a hit. This is very useful once you know the 
timing. Try to watch lor certain swings and do your deflect on 
reaction. Some moves are obvious deflects (such as Korr’s Power 
Deflect), and some moves have hidden detlect capabilities. 


•Bane's Cursed Kick has a deflect capability. Use the beginning 
part of the animation to deflect the weapon followed by a huge 
kick to the face! 


/•< J C. Throws in WeaponLord are very different from other games. Throws are always done 
v S as special techniques, they can be blocked, and they can be used in a combo! 


Notice what happens when a throw is blocked, it’s much 
like the “recoil" from other blocked moves. 


Here s a throw combo with Zarate do a standing BackStrike and immediately two-in-one 
into the Widow Grip. This can suck them in from approximately 2/3 screen distance! 


VlmlQm ftMKJ 


To break oil the tip ol the opponent s blade, you must go weapon-to-weapon with a certain normal Forehand or Backhand swing, and as you catch 
their weapon immediately two-in-one into a certain special technique! This only works against normal swings, not special techniques. If you break 
their weapo n they will lose range and/or damage. You can break any weapon EXCEPT lor Bane's. 


to do Jen-Tai’s weapon break, go weapon-to-weapon with a 


you can us e certain moves to hit or combo them on the ground! 


Do Zorn’s Axe Trip to takedown the enemy. Follow this with a low ForeStrike and immediately two 
m-one in to a Frenzy. This combo will blo w the m out and knock them away from you. 


Using your weapon, it’s actually possible to deflect projectiles, but only, with a special technique 


• Korr can detlect Zorn’s Ancient Axe with his Tarok Strike. 
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JCN TAI'5 CHAIN COML'O f3 tuts/Beginneri 


J (3 Hits/Intermediate) 


2) Oo a standinu 


1) Cross them up with 
a deep BachThrust. 


BackStrike. 


< C l / [5 C R m R K ( l< <0 PAbMit Hits/Expert) 


4) Do a standing ForeThrusl. 


3) Do a standing BackStrike 


8) Two-in-one into the Berzerker for three more hits! 


S) Do a crouching 
BackThrust. 


7) Do a standing ForeStrike. 


ing comho to 
rith a normal 
stas a Death 


In WeaponLord, the basis tor the fatality system Is this: you must use 
kill the enemy in the final round. During the combo, you must kill thei 
move and then two-in-one into a certain special technique, which wi 
Strike. Every character has multiple special moves which act as Deal 


|o combine multiple Death Strikes into one 


FA 15 Oil’s 


3) Step back and juggle the 
head twice with standing 
Backslashes. _ 


II When the enemy ts down to 
their last bit ol life, do 


Oivada’s standing ForeThrusl. 


5) Quickly do the Ground Blast to pulp the body. 


4) Then do the Power Flip again to explode the head. 
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1) Jump in with a deep 
BackStrike. 

2) Do a standing 
BackThrust. 

3) Finish with a stand^ 
ing ForeThrusl. r 
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Time Warner Interactive has gone bach in time to teteti seven 
ot the tiercest prehistoric warriors that ever thundered around on 
the face ot the "Urth.” Coming t| a Genesis near you Is Primal 
Rage, the prospect that was once {bought to be on its way 
to dethroning the (then) number one lighting '^ 
game, MKII. Suffice it to say, it didn't quite make ^ 

it that tar. It's too bad that this new reincarnation 
ol PR isn't exactly up to the standards of the origi- 
nal. Those hardcore fans who swore their allegiance v 
to PR may he in for a rude awakening. O ' 

Graphically, the 64 color barrier coupled with a >X, 
handful of minor (and a couple major) visual (laws make 
some of the game an eyesore. The arcade original drew a 
lot ol attention with its slick artistry and awesome slop- 
frame animation, but much ot that graphic punch (lies right 
out the window in the Genesis version. 

The sounds are fitting - even it under-powered - and there are 


# OF PLAYERS - 1-2 


a tew quality samples to be foum 


;e. the arcade sound 
hardware was a lot more complex than that of the agfng Genny. 

A fair deal at the alternative aspect gameplay that 
made toe arcade title an overnight hit can be exhibited. 
The combo system is still there, but it takes a little get¬ 
ting usea#. There s still a good deal of death, brutali- 
** ly, and fatal moves to this game, so that may keep 

*- some fans happy. On the venerable Genesis, howev- 

er, the arcade heat simply isn't there anymore. The 
moves are, unfortunately, very choppy in most 
1 ^. cases. The characters are well-balanced but 

tend to handle a tad on the lethargic side. 

If Primal never existed an|sinfaced as an original 
Genesis title, you'd no doubt be impressed. 

Fans of the rockin’ original will either love it or hate it - 
depending on bow devoted they are to the arcade version. 

.< -The Stalker 


THE STALKER 

PROftE SQUEEZED ALL 
THEY COULD OUT OF THE 
GENESIS. LETS CALL THE 
END RESULT “PRIMAL 
LITE” ^ 
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this casMenilmber the insane difficul¬ 
ty in the original driving scenes during 
the latter levels ol the original Batman 
CD? Well, these are as hard from the 
cutset. Sure it looks great, but you’ll get 
tlo time to enjoy the graphics. Trust me, 
you'll be to busy winging controllers. 
Besides the drivjjHI, actualnimation 
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PUBLISHER - SEGA 


FORMAT - CD 
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# OF PLAYERS - ONE 
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VtPrO REVOLUTION 




The third installment in the Mortal Kombat saga is about to wreak havoc on your Genesis! Complete with all 
the latest killer Kombo’s, (and, as you can see, plenty of powerful Kombat codes) this will hopefully be the 16-bit pinnacle in the MK trilogy. 
Next month’s GF-16 will be packed with MK as we dive in to both 16-bit versions Mac first. 



Fans of Nicks Real Monsters 
should be as happy as 
Rocko on a good hair day 
with this 3 character coop¬ 
erative title. We’ll have 
more RM next month. 


Does anyone see a trend here? 
Movie, cartoon... game! 
Shouldn’t it go, game, cartoon... 
movie? Gargoyles is coming 
soon for the Genesis. Look for 
great animation in Disney's first 
in-house Genesis title. 


Play mech’s a-plenty and 
Nick quality art can be yours 
in Viacom's Phantom 2040. 
We’ll review P2040 next 
month. 


Having to run slide 
scans on Vectorman is 
a cryin' shame. This 
game truly is a visual 
wonderland. Blue 
Sky's ultimate 
Genesis adventure is 
slated for Oct/Nov. 
Hopefully, we"ll have 
a rockin' preview, the 
GF way, next month in 
GF-16 


Tucked away somewhere deep in Budapest, yes Budapest, the Kolibri 
team is putting the finishing touches on the ultimate 32X game. Now that’s privacy! 
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The worlds most infamous fat cat, Garfield, just couldn’t wait to get his fat butt in to a Genesis game. Garfield plays 
really well and has deep gameplay... really, no kidding! Help him escape from his own late-night TV fantasy world this September. 
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3 / Welcome to the all-new GF pawLf' ^ 

if & 1, ■ ,li| Sports...sort ot. You’re looking at 
tiJ'A i a work in progress. Chip, myself, 1 A_ m 

\ j5£r*J and the illustrious Mr. White are m 
.< v i * overhauling this section to make l| W 
J ‘ W ’ it cleaner, bigger, and better. 

• 5 M You’ll notice we’ve added VIEW- IfTp ‘ 

i H ■ V ** s POINTS this issue so you always 

# i l get two scores, and those silly | 

n . n .. “power tabs" are history. It all . 

Lai Lavaiier goes we n, next issue we’ll bring Ltll P 
back the full-blown GF Sports cover, plus a monthly sports column. 
How cool is this: the 32-bit sports revolution, the start of the new col¬ 
lege/pro pigskin seasons, and the new GF Sports are ALL happening at 
the same time! —Cal Cavalier 


CHLIFOHMfl 


TOUCHDOWI1! 
PHSS TO «04 
FOR 37 YARDS 


Heads 


back I know those little jap bastards love to freak on mili¬ 
tary Sims and that's cooly this game you had better check 
your pulse, as far as originality and the latter you will be a 
... _ little miss laid and the intro will only make you 
say “yeah that is 
going to be the 
game on the ultra 
fpl73i 64”. But other than 
the obvious flaws 
in the tiny texture mapped 
terrors ol the sky the game 
as*. really rocks. The 
grok sound track don't 
suck neither, wow! 

B;ld>l bonus shit or what I 
l^» mean what the hell do those guys at Namco smoke 
SsjSr anyway, (wish i had some) I think those little jap 
bastards love to freak, no i take that back I know 
those little jap bastards love to freak on military Sims 
and that's cool if your a little jap bastard but i am not. Us 
poor white trash from So CA will just have to play it for what 
it is., a video game and nothing else a little miss laid and 
the intro will only make you say “yeah that is going to be 
the game on the ultra 64”. But other than the obvious flaws 
in the tiny texture mapped terrors of the sky the game 


finm ^— This is the ail mighty ace 

I T- Combat. It will likely take 

1 1 (n '^T .-4 the dubious honor of most 

assest game m — 
nni ill 1 that ever was (for a pai 
r 1III I HIE SIM) It has all the 

I l [ALI usual components, f 

speed , control, lots 

—-. z&ff }} of lethal jets and a 

jjapF Jj bitch load of air to air mis- 

\s. t siles. If you don’t jerk you 

^SGEujeT head around the first 

■ ■■■■ — time you play this /SE* 
H S ’ _ ~ N game you had you iSSra 

: i C~J \ ( hadbetter check your 

. “S s~' Pulse, asfarasorig- 

„ —•> i inality and the latter 

/ you will be a little miss ^ 
laid and the intro will only 
make you say “yeah that is going to be the game on the 
ultra 64”. But other than the oe the game on the ultra 64”. 
But other than the obvious flaws in the tiny texture mapped 
terrors of the sky the game really rocks. Th e sound track 
don’t suck neither, wow! bonus shit or what I mean what 
the hell do those guys at Namco smoke anyway, (wish i had 
some) I think those lit- (==, 
tie jap bastards love to I VW/^fS 

freak, no i take that JJ 


DEVELOPER - EA SPORTS 


TtBRNAMiNT 


vm? 


Cal Cavalier 


OVERALL: 92‘ 
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SUCK BY »B9 
12 YHRD LOSE 
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Tepmo Super Bowl 3: Final 
Edition is presumably the final j f J 
16-bit Tecmo Bowl game, arid 
is billed as the complete, perfect versiorf. In certain 
areas the thint installment of the classic pigskin series 
has improved, and in other areas it has (of course) 
stayed the same. 

' For instance {here’s much more 
iri the way of stat/record/team man¬ 
agement optiohs. You can now edit "" 
and create players, assigning what¬ 
ever' stats you want (capped by an 
ability point limit). The new Grow 
Up System allows players to 
improve over time based on their 
performances and experiences. There's also a Free 
Agency Mode enabling you to acquire free agents. 

TSB3FE otters way more than stat improvements. The 
cinema screens ere bigger and bolder than ever, tea- . 
luring a coel zoom-up lor big plays. There are more' 


plays than even plus enhanced sound effects, new field 
patterns, and selectable playbooks. As you’d expect all 
the real ‘95 teams and players are included, plus three 
field types arid three weather con¬ 
ditions. 

TSB fans who hate any tinkering 
with their beloved game will be 
happy to know that the basic 
gameplay engine and perspective 
are still the same. Guessing your 
opponent’s play call is a major 
factor, and the familiar collision 
feeling is the same as always. 

Changels hard to resist, but Tecmo has stuck by its 
guns for four sequels arid counting...will TSB3 be a 
conference champ or a wild card? We’ll have reviews 
on both the Genesis and SNES versions soon. 

—Cal Cavalier 
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Heu.he startec 
the fight! 


While incidents such as last year’s lockout may 
iterrupt the NHL season, neither hail nor sleet nor 
trike ever seems to stop EA Sports from unveiling 
new NHL Genesis game every fall. As always the 
art offers almost all the same, but just a little 
lore, to get ya into the store...and what true NHL 
in could live without updated team rosters? This 
ear’s new features include some surprises. For 
istance fighting’s back, and it's pretty much like 
eu remember it from the original NHL...a one-on- 
ne slugfest situation, just pound the pug’s take 
;eth in. EA also added many game play improve- 
lents, such as the ability to lie down on defense to 
lop a shot, the “spin-o-rama” juke move, the 
uick stop and one-timer passing. Yeah! 
raphically NHL just gets better every year, and 
ou’ll notice many new player animations. This 
ersion has some nice FNIV sequences for scores, 
lissing on the SNES. There’s also stadium-specif- 
; organ music. The list goes on, stay tuned for next 
lonth’s review. —Cal Cavalier w 
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PREVIEW 


PlayStation 


Now that the true next-generation systems one will definitely tahe some getting used to because of the perspec- 
DEVELOPER - FOUR WINDS are here, the gaming world seems to be tilled tive(s), it’s almost like a 32-bit Racket Attack. But never in my life have I 

hiiirii-iirn nncmu with a sense of electric anticipation. You see, seen a tennis game with such a realistic array of swings! Flat swings, 

PUBLISHER - OCEAN every time a new sports genre is done for the spins, slices, lobs, approach shots, volleys, HALF volleys, drop shots, over- 

FORMAT CD-ROM f,rst t,me on 32-bit, it s like a revolution. First heads...does this sound like a tennis instructor rattling off a practice 

# OF PLAYERS -10R 2 Saturn, now it’s Power Serve on PS, what C 'wSflfpoweSvedoesn’ 1 ! feTtuSiS 

could be the greatest tennis game of all time, alive fake players who bear striking resemblances to today’s real-life 

DIFFICULTY - MEDIUM Power Serve combines multiple 3D perspec- champs. There are lots o’ options like male and female announcers and 

AVAILABLE - SEPTEMBER * ives ’ ^ ex * ure " ma i ) P e ^ (Jfaphics, and depth of singles or doubles. While the lack of a four-player lap prevents true four- 
hvhiladu mm t Ms til game play previously unseen in tennis games, player doubles, you can always team 

l am absolutely amazed at how many effective different perspectives are up with the computer or go 4 * 

Pevel^and 'slanle^'^^h he g e T s ® veral j Cre ® n wiews su ^ h as ^ound man/man vs. com/com (with no loss 
truly astonishing is that each player can INDIVIDUALLY adjust their view in lhave to hold back judgment • 

the split-screen...one can use a behind-the-player angle while the other until the review copy ol Power \ ^1 a ± 

can choose a bird’s-eye .view!; Serve shows up, but if the |i| 

If the cameras sound impressive, wait‘til you scope the character graph- final execution is there, I think " W 1 

ics. They're so realistic and well-defined, you mighl think the VF2 gang we all know who the number 1 M r" 

bagged fighting for a day to hang out at The Club (Wimbledon). I was espe- one seed in the 32-bit Grand ■ W 

cially impressed with the up-close animations, such as disgruntled play- Slam will be. Way to go Ocean! W 

ers adjusting their rackets after double -Cal Cavalier 
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BETTER FEATURES. BETTER PLAY. BETTER HURRY! 

Tecmo Super Bowl III: Final Edition continues the rich tradition of Tecmo 
football games. Better Features like our new Free Agency System, unique 
Create A Player Mode, Real NFL Players’ Photos, New NFL Expansion Teams 
- Charlotte and Jacksonville, and new power up Cinema Screens give you, the 
refined sports game player, better play action than you’ve ever seen before. 
Better Play is what separates Tecmo from the rest. New player rosters and 
game schedules for the 1995 NFL Season combined with new plays, new 
player moves, new field patterns, and new sound effects make Tecmo Super 
Bowl III: Final Edition the best game yet! But you Better Hurry! The Official 
NFL 1995 Season starts on September 3, 1995. Don’t miss the cut. Reserve 
your own copy today. Check with your favorite video game store for details on 
how to reserve Tecmo Super Bowl III: Final Edition. It doesn’t say Final 
Edition for nothing! 


THE OFFICIAL 1995 NFL SEASON BEGINS SEPTEMBER 3rd 


TECMO SUPER BOWL III: FINAL EDITION 

RESERVATION/DEPOSIT FORM: 

Dear Retailer: 

The customer whose name and address is listed below wishes to place a non-refundable deposit on Tecmo Super 
Bowl III. Please contact your local game distributor and/or your central buying office for specific instructions. 

Name--—- Amount of Deposit $_ 

Address_ store s,am P or Receipt 

City_State_Zip_ 

Phone Number.____ 

ES 

Reserve me_copy(s) of Super Nintendo Q or Sega Genesis O 

This reservation form valid until 9/3/95 




[SPORTS 1 


This official seal Is your assurance that 
Nintendo has approved the quality of thla 
product. Always look tor this seal when 
buying games and accessories to ensure 
complete compatibility. All Nintendo 
products are licensed by sale for use only 
with other authorized products bearing 
the official Nintendo seal of quality. 


smuNimm rm 


^ p LAYER5^ 


sssa 


This official seal is your 
assurance that this product 
meets the highest quality 
standard of Sega™. Buy 
games and accessories with 
this seal to be sure that they 
are compatible with the 
Sega™ Genesis™ System. 


e 1994 NRP SUPER BOWL and NFL Shield Design are trademarks ol National Football League. 

© 1994 NFLP Officially licensed Product of the NFL Players Incorporated. 

© Tecmo, Ltd. 1994 TECMO® is a registered trademark of Tecmo, Inc. Licensed by Sega Enterprises, Ltd. for play on the Sega™ Genesis™ System. Sega and Genesis are trademarks of Sega Enterprises, Ltd. 
All rights reserved. Licensed by Nintendo for play on the Super Nintendo Entertainment System. Nintendo, Super NES and official seals are registered trademarks of Nintendo of America Inc. This product has 
not yet been rated by the Entertainment Rating Software Board. For information about the ESRB ratings, please contact the ESRB at 1-800-771-ESRB. 

Tecmo, Inc. • 19260 South Van Ness Avenue, Torrance, CA 90501 Phone (310) 787-2900 Fax (310) 787-3131 































NBA Jam Tournament Edition 
O (PlayStation) 


NBA Jam TE lor PlayStation features 
pics that look IDENTICAL II mean ill 
to the arcade. The sprites are 100% 
as big as the coin-op. the scaling Is 
intact, even the FMV's in there. Forget 
all the other versions, you will be 
SHOCKED when you see this one. 


NHL Face ON (Working Title) O 

Sony Imagesolt Is bringing shading, rotat¬ 
ing, ultra-detailed hockey power to the PS. 
Check out the transparencies on the ice and 
walls, the detail of the characters...my sea¬ 
son tickets are on order. 


O Quarterback Club ‘96 (Genesis) 

Last year's QB Club for 32X is my favorite foolbail game of all lime, as 
you may know. It these shots are any indication, the ‘96 Genesis version 
could be almost as incredible. 


NFL Game Day (Working Title) O 

What I wouldn't give to be playing this one RIGHT 
NOW! Sony Imagesoft's second power sports 
game just looks so incredible, I’m drooling into 
my Gatorade. Checkout the player detail, the 
dives, the shading... the fans are going nuts! 


O NFL Primetime ‘96 (Genesis) 

SegaSports is back with the isometric camera angle update, NFL 
PrimeTime ‘96 lor Genesis. Where's Madden ‘96? This year’s showdown 
is coming, but hey, Sega’s got Neon Delon.... 
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Here I am again, reviewing yel another Neo«Geo lighter, ‘ Oh, rapture," I tliouuhi. 
"More reliasheil lameness." Bui wall... can it lie?? A tigliling game based on my 
third-favorite RPG series ami a ianlaslic one al that?? Yes! It’s a miracle! The gods 
have come down and made a Neo game! Life is good! 

Well... I may he going a hit lar. Tengai Makyo. or Far East ol Eden, Is mv favorite 
series ol PC Engine games. Although somewhat lamely retllled “Far East ol Men: 
Kaliuki Klash," the characters are the same and the game Is pure Joy. Flics actual 
lighting system, however, Is not lhal unigue. H s Basically Samurai with the addition 


ol air blocks, juggles, the ability io throw your weapon and a lourth B+C Slash, kind of 
like a “Super Fierce.” Each character has a vast repertoire ol super moves lOne char¬ 
acter has FIVE) done with tap-lap motions. This is a welcome difference Irani the 
ullra-painful "Forward, C, Down-Forward, C, Back, DoWn'Back, Down, Bank, Duwn 
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We 

Buy, Sell, Trade\ 
/ & Rent Video Games,\ 
r Animation & CD ROM) 
Software. We Carry The 
Latest & Greatest Systems 
.Like Sega Saturn Andi 
V Sony PlayStation, Both J 
\ Domestic And / 
N*. Imported! 


PlayStation 


TRY BEFORE YOU BUY! 


VISIT THE DIEHARD GAMERS 
CLUB STORE NEAR YOU! 

ALL LOCATIONS OPEN 7 DAYS A WEEK 
ALL MAJOR CREDIT CARDS ACCEPTED 

5613 Dixie Hwy, Waterford, 7500 N. Mesa #226 B Pasao 
Ml 48329 Call Ben, Tom or Pat TX 78812 Promenade Shoppr 

8Vo e 623 W 2980 n Calter 915 ' 581 ' 2582 


TRADE IN 


Trade In Your Games And 
Systems Toward The New 
32-Bit Systems 
Everybody's Talking About 
Or Receive Sameday Cash!* 

*On Selected Games and Systems 


948 W. Dundee Rd. 
Arlington Hts., IL 60004 
(708) 253-GAME 


14560 Manchester Rd 
St. Louis, M0 63011 
314-230-8998 Opening Mid 
Sept./Early Oct. '95 


f Saturn^^ 
f Converters A 
and Switches' 
Now Available! 

V.Sony PlayStation J 
VCominaSoon / 


343 Coliseum Ave. 
Nashua, NH 03063 
(603) 881-8884 


560 Perryville Rd 
Rockford, IL 61108 
815-395-1123 Call Chris, 
watch for his Grand Opening 


COMING SOON: 

Norwich, CTopen 9 95 Washington, D.C 

Dallas, TX open 9 95 Brooklyn, NY 
New Orleans, LA 
Chattanooga, TN 0Fa,,en ' 
Springfield 


8356 Mills Dr. 

Town & Country Center 
Miami, FL 33183 
(305)271-7197 


10507 Gravelly Lake Rd. 
S.W. #22 Call Dale at 206- 
581-6080 Opening mid Sept '95 


9105 No. Division 
Spokane, WA 99218 
Call Kim, Neil & Gary 
(509) 468-4248 


6406 N. IN 35, #1250, 
Austin TX 78752 
Call: 512-454-4494 
Opening August '95 


MO Jackson Hole, WY 


1508 Northern Blvd. 
Manhasset, NY Call: "Todd, 
John, Eric & John "Remix" 
On Long Island" 

(51G) 827-6200 


721 N. Central Expressway 
#420 Plano, TX 75075 Call 
Mark, Woody or Chris 
214422-5567 


391 Nesconset Hwy (347) 
Kauppauge, NY 11788 516- 
979-1210 Opening Mid Sept 


To find out how to start 
your very own Diehard 
Gamers Club call 800- 
425-2500 today! 


WHAT U WANT... WHEN U WANT IT... WHILE IT'S HOT! 

















Be Afraid. Be warned 


Call now to reserve your earlycopy: 



























EXCLUSIVE ARCADE PREVIEW 



Even il it's not out vet In the U.S.. Tekken 1 for the PlayStation will be one ol the most popular liqhlinq games ever. We know 
It. you know it, everybody knows it. So, we are In a stale ol joyous shock that Namco is ALREADY set to debut Tekken 2 in the 
arcades this month, a lull three months before the Tekken 1 U.S. launch in November. 

Tekken 2 is not quite to Tekken 1 what Virtua Fighter 2 was to Virtua Fighter 1...meaning. T2 is not a complete graphic over- 

i haul because it simply wasn't necessary. The original Tekken already showed off some at the highest texture-map power on tli 
anet. However, the marked improvements in the sequel, from the exquisite backgrounds to the new unique game play 
uances, are sure to propel T2 high into the coin-op top ten. 

First oH are the mind-bending graphics. You might remember how Tekken I's grounds were blocky and had less detail than 
lie backgrounds...well, no longer. There are now ultra-detailed textures on the ground in addition to the backgrounds. We 
•oujdn[t believe how high-res and realistic the pix are in this game, Nick Rox kept crying out in disbeliel. “It's a PHOTO 
5RAPH! And not a cheesy scanned-in photograph, but a beautiful, hand-drawn, ren¬ 
dered. computerized Japanese backdrop with REAL light sourcing that demon¬ 
strates the true artistry ol arcade video games. All the replay zooms, camera 
angles, and rotations you loved in the tirst Tekken are even better in part two. ± ? 

The character visuals seem just as impressive as the backgrounds. All ol 
the polygon characters have been redone, and the new characters and 
some ol the new moves were created using motion capture. 

There are two new main playable characters who join 


IMSEM coiw. 


the tray m T2, the hyper-pale and cute ecological 
tighter Jun and the super police Lei (actual transration). At 
this point the question ol hidden characters and bosses is very 
much a mystery, but two ot the tentative last bosses are 
Michelle's grandfather Wang, and Heihachi's son Kazuyn. II 
you remember in the first game. Kazuya defeated Heihachi 
(the final bossl and threw him over a clilt. Now the son is the 
boss, and Heihachi has made a surprise return as a playable 
character who's out to separate his oltsprmg from the title. 
Kazuya still hears the scar ot when his father tried to kill him 
the first time...maybe one ot them won't live through this 
installment, or maybe this will turn into a Ryu/Saqal thing. 

Tekken 2's game play is very much the oriqinal engine, but 
there's a lair amount ol new technique to learn. For instance, 


it's now much easier/actually possible to start a combo with a T fit J ' 9 r 7. ; « M ' ■ I 

normal punch/kick sequence and TWO-IN-ONE into a special >'i * ^ “ Wj a — d II 

move. For example, Nina can start with a Left, Right Punch l - —. ' . . I f 

sequence, then double tap forward with both punches to two-in-one into a Palm Thrust, a comho she simply couldn't do 1 
before. Other key game play aspects that have been added include new defensive and reversal moves. Lei can lie down (on I 

,■>>.. purpose) to trick the enemy, then instantly spring up with a powerful hand- 
, stand kick. Jun can grab an enemy's attack (sort of like Geese 

v * j % Howard in Fatal Fury Special) and then reverse the move into a 
m j, N throw. Yoshimitsu can sit down, and he might be able to teleport 

At. wft from (hat position. Many characters now have the ability to roll 

■^1^' " ■L tt - W in and out ot the background to avoid attacks, almost like 

- ffl v Toshinden. Finally, every character has two to three new special 

moves, such as Law's new leg sweep. 

V vKw Tekken 2 will of course feature all-new audio (including 

M ■ X redone songs from the original game). Tekken 1 was a game 

m that really grew on us over time, and with the depth of graph- 

W m ics and game play Namco has added plus the strong possibil- 




ily ol hidden characters, we are certain T2 will prove to be a 
, very rewarding fighter. -Slasher Quan, Japanese translation 
■ and layout by Nick Rox. Special thanks to Or. Dave 
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Country: China 
Style: Kempo 


Country: Japan 

Style: Kazama-ryu Kobujulsu 

Age: 22 

Height: 170 cm 
Weight: 54 kg 
Blood Type: AB 
Job: Member ot the 
Suicide Prevention Squad 
Hobby: Birdwatching 
Likes: Bathing in woodland 
streams 


Height: 175 cm 
Weight: 65 kg 
Blood TVne: A 
Job: Detective 
Hobby: Movies 
Likes: Sony Products 


Country: America 
Style: Judo + Alpha 
Age: 27 
Height: 187cm 
Weight: 81kg 
Blood Type: 0 
Job: Fights tor money 
Hobby: Motorcycles 
Likes: Pizza 


Country: Japan 

Style: Mishima-ryu Ken Karate 

Age: 54 

Height: 180 cm 
Weight: 82 kg 
Blood Type: B 
Job: Training 
Hobby: Collecting geta 
(wooden clogs) 

Likes: World Peace 


Country: Ireland 
Style: Kunno + AtWSs + Alpha 

Age: 22 

Height: 161 cm 
Weight: 49 kg 
Blood Type: A 
Job: Professional killer 
Hobby: Travelling 
Likes: Tom of “Tom & 


Country: America 
Style: Martial Arts 
Age: 27 

Height: 179 cm 
Weight: 69 kg 
Blood Type: B 
Job: Works at a 
Chinese restaurant and 
owns a dojo 
Hobby: Fishing 
Likes: Money 


Jerry,” Milk tea. scotch 






















































































































HgPigi 


Country: None 
Style: Manji Ninjutsu 
Age: ? 

Height: 178 cm 
Weight 63 Kg 
Blood Type: 0 
Job: Leader ot the thiev¬ 
ery group Manji To 
Hobby: Sumo Matches 
Likes: Video Games 


Country: America 
Style: Chang Kempo 
Age: 20 

Height: 163 cm 
Weight; 53 kg 
Blood Type: B 
Job: Hunting 
Hobby: Hunting 
Likes: Buffalo 


Animal Priest” 

Country: Mexico 
Style: Wrestling 
Age: 32 
Height: 190 cm 
Weight: 85 Kg 
Blood Type: A , 

Job: A pro-wrestler and 
priest 

Hobby: Looking after children 
Likes: Jaguars (the animal) 


mm 

Country: China 
Style: Chang Kempo 
Age;? 

Height: ? cm 
Weight: ? kg 
Blood Type: ? 

Job:? 

Hobby: ? 

Likes : ? 


Country Japan 
Style: Mishima-ryu Ken Karate 

Age: 28 

Height: 181 cm 

Weight: 76 kg 

Blood Type: A 

Job: Seeking his father 

Hobby; Sneaker collecting 

Likes: His father’s tortured 

face 
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'SPEED RACER 


Based on the ever-popular cartoon, 
Speed Racer is a tv/o-player link driver 
with a variety of envirenemnts and 
obstacles. Players negotiate rivers of 
molten lava, snow, and higyjjtts. Then 
are five characters to choosinflp, eacl 
with a unique car and special weapons 
such as missiles and spike boards. 


ALPINE RACER 

Alpine is quite a departure for 
Namco, despite the trademark 
“racer” of the title. The only way to 
describe Alpine is, well, skiing. The 
cabinet comes equipped with two 
skis and poles and the Super 
System 22-generated visuals are 
nothing short of shocking. Look for 
AR at your local arcade soon! 
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(paid advertisement) 


the cutting edge just got a whole lot sharper... 

catch the future of gaming at 

PSYGNOSIS ON LINE 

http://www.sony.com go to video games then PSYGNOSIS 
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OVERNIGHT DELIVERY AVAILABLE!! MX YOUR ORBER: 

NEO GEO CART _ 818 - 865 ® 

5§E=S INCLUDE YOUR PHONE # 


IMPORT SATURN 




59.99 

59.99 iSl 

56.99 King Of Fighters 95 coming 9/28!! 


[Universal Convert^. 
Clockwork Knight 2% 
[Shining Wisdom 
|Street Fighter The Mo' 
'Blazing Tornado 
Virtua Fighter Remix 
[Golden Axe The Duel 


JAPAN AMATION 

Ninja Scroll (dub) 15.99 
Samurai Showdown Movie 
(dub) 29.99 1 

Macross Plus Vol 2 18.99 

Macross Plus Vol 3 18.99 

Wings Of Honneamise 
(dub) 16.99 

New Dominion Tank Police 
Vol 1 15.99 


IMPORT 3DO 

Pyramid Intruder 
Wacky Racers 2 
Tetsujin Returns 
Yu Yu Hakusho 
Belzarion 


U.S. SATURN 


DOMESTIC 3DO 

Super Wing Commander 3 69.99 
Kingdom Of The Far Reaches 
59.99 

Space Ace 54.99 

Space Hulk 57.99 

Blade Force 59.99 

Killing Time 59.99 




WE SPECIALIZE IN 
IMPORT MUSIC CDS i 


IMPORT SONY PLAYSTATION 


SUPER FAMICOM 

Dracula XX 
Mystic Arc 
Go Go Ackman 2 
Battle Tycoon 
Super Bomberman 3 
Yoshis Island 


Chrono Trigger 69.99 
Arc The Lad 49.99 
Snatcher Battle 44.99 
Dracula XX 
Perfect Battle 54.99 
Lunar Lunatic 
Special 49.99 


Dragon Ball Z 1194.99 

Phiiosoma : ^%9.99 

Zero Divide 99.99 

Street Fighter The Movie 94.99 
Power Instinct 2 |j| Call 
Ace Combat mm 94.99 


MEGA DRIVE 

Alien Soldier 
Yu Yu Hakusho 
Rockman Wiley Wars 
Dragon Ball Z 


AVAILABLE NOW: 

Cyber City Oedo 808 • Akai 
Hayate • Project A-ko • Hadej>^ 
Project Zeorymer* Iczer 3 • 
Demon City Shinjuku • L 

Genocyber* Urotsukidoji: m 

Legend of the Overfiend If 1 * 


IMPORT MAGAZINES 

The Playstation 
Sega Saturn Fan 
Sega Saturn 
Famitzu 
Hippon Super 


CHECK OUT OUR WEB SIGHT: 

httpy/diehard-gamers.com/club 
email: diehard761 @ aol.com 
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N intendo's virtual boy has already hit iapan to rave reviews and is just days away trom its u.s. debut, au the games 

SHOWN HERE WILL BE AVAILABLE AT LAUNCH AND ADDITIONALLY TWO OR MORE A MONTH SHOULD EOLLOW. OE THE GAMES PICTURED 
HERE THE THREE YOU GOTTA' HAVE ARE RED ALERT. MARIO CLASH. AND MARIO'S TENNIS. ALL I KNOW IS THAT I CAN'T PULL MYSELf AWAY 
TROM MINE. WE'RE ANXIOUS TO SEE If YOU'LL ffft THE SAME wfr. LOOK EOR EXTENSIVE YB COVERAGE IN EUTURE ISSUES. WE INTEND TO 
BRING YOU THE fINEST COVERAGE ANYWHERE. 



























Well, not entirely. The game you see here, BS L — — - — — 

Legend of Zelda, is available for play only on Nintendo’s Japanese Satellaview cable 
system, along with previews of Dragon Quest VI, Mana II, Creation of Heaven & Earth... 
the list goes on and on. Those lucky Japanese gamers! 


Everything you see here was captured off ot Square Japan's 
Web site, (http://www.spin.ad.jp/square) in a section labeled 
“the making of Final Fantasy.” Apparently, these are works 
in progress for the first Ultra 64 installment of FF, be it FFVII 
or FFVIII. The Locke model at left is probably a test, but the 
monster may very well be a glimpse of the 64-bit Final 
Fantasy! Also available on the web site is a four-second 
video clip of a rendered battle scene between Locke and the 
beast. It you've got net access, check it out! 
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Welcome to another issue of 
Other Stuff, let’s get right to it! 


3D0 Finalizes M2 Plans 

The 300 Company has quietly put 
the finishing touches on the M2 hard¬ 
ware, and by late this summer devel¬ 
opers will receive their completed 
development systems. Expect to see 
the official M2 launch as soon as late 
March or early April of ‘96...that’s 
right, head-to-head with the Ultra 64! 

The stand-alone M2 units will be 
priced between $399 and $499, 
which includes a memory card and 
one game. For current 300 owners, 
the expansion M2 modules will cost 
only $249 (no game included). 

One big question on the minds ol M2 
developers is CO drive speed. The 
stand-alone M2 is reported to feature 
a 4x speed CD drive, which would be 
the fastest CD drive of any gaming 
system on the market. The old 300s 
only have 2x speed CD drives, and 
according to sources the M2 expan¬ 
sion module WILL NOT increase the 
3D0's speed. Will this lead to com¬ 
patibility problems? Well, reports 
indicate all the games will be com¬ 
patible, but old 300 owners will sim¬ 
ply experience twice the loading time 
on M2 games...bummer! 

Games to look forward to on M2 
include Desert Strike, a 30 side¬ 
scrolling fighting game similar to 
Final Fight, D’s Diner 2 (which is a 
real-time 30 adventure game), a 
brand new driving game by Crystal 
Dynamics, MK 3, and Pirates. 

EA Arcade: Back from the Dead? 

After only releasing one arcade 
game (Battletoads) over the past two 
years, Electronic Arts recently 
announced the indefinite suspen¬ 
sion of all coin-op game develop- 
ment...but is this just a decoy? 


THE LAUNCH! 

Here’s a list of 
the first two 
months of PS 
games. Sony 
has made a 
special offer to 
those ready to 
commit to the Play¬ 
Station. If you pre-book 
your system before the 
9/9 launch, you’ll get a 
special demo CD with 
music selections from 
various Sony artists, plus 
a cool graphics demo 
featuring the big T-Rex. 


Sources deep inside EA have con¬ 
firmed to me that the company will 
release Madden NFL Football and a 
new real-time 30 fighting game in 
arcades by year’s end. 

We do not know which hardware 
will be chosen for the two games, but 
it will likely be either M2 or Namco’s 
System 11 (which incorporates the 
PlayStation chip set). 

A Peek at the Ultra Controller 
At long last, here’s the first info 
we’ve managed to unearth on the 
extremely top-secret Ultra 64 con¬ 
troller. According to sources it will 
have at least six buttons, three on top 
and three on bottom (like the Saturn 
controller). I have also heard the con¬ 
troller will feature both a directional 
pad AND a joystick...this according to 
a source who actually held and used 
the controller to play a 30 flight sim¬ 
ulator called Cobra from Paradigm. I 
am confident that there are many 
other innovative aspects to the con¬ 
troller; stay tuned to Other Stuff for 
updates. 

Ultra Release Date Changes Again 
Sources inside Nintendo have 
strongly hinted to us that the Ultra 
Famicom will debut in Japan on 
December 21st of this year. However, 
we have received word that Nintendo 
of Japan has internally scrapped a 
1995 Ultra Famicom launch, and the 
revised date will be March 24, 
1996...just five days before the U.S. 
debut of the Ultra 64 on March 29. Of 
course, all will be made clear at the 
Shoshinkai show in Japan this 
November. 

Here’s the latest on games in devel¬ 
opment for the Ultra. Golden Eye is 
currently 35% complete, and this 
Rareware action/adventure game is 
supposedly the “most realistic 
movie-to-game conversion ever!” It’s 
produced by Tim Stamper and will 
weigh in at 64 megs. Rare is also 
working on a new driving game, 
another fighting game not to be con¬ 
fused with Killer Instinct 2, a 30 
action game staring Donkey Kong, 
and a brand new 30 action game that 
is “really bloody and gory.” 

Griffey Re-Signs with Nintendo 
In one last tantalizing tidbit of 
Nintendo news, Ken Griffey Jr. has 
just signed a brand-new contract with 
Nintendo. According to the multi-year 


Virtual League Baseball 
The first baseball game for 
Nintendo's Virtual Boy is Kemco's 
Virtual League Baseball. The game 
features multiple camera angles 
and realistic 3D environments. The 
Virtual Boy debuts in mid-August. 
We'll have a review of this and the 
other launch titles next month. 


agreement Griffey will serve as both a 
corporate spokesperson and game 
development consultant for Nintendo. 
Griffey’s first two projects will be two 
new baseball games (of course), one 
for SNES and the other for Ultra 64. 
Rare will do the honors on the SNES 
version, and the Ultra developer has 
yet to be named. Sounds like a 
bench-clearing deal to us! 

Acctaon to Distrixite Capcom Games? 

Capcom has sold the rights to Street 
Fighter the Movie to Acclaim. X-Men, 
DarkStalkers, and Street Fighter 
Legends, (all for both Saturn and 
PlayStation) are also due from 
Capcom this year. Will Acclaim dis¬ 
tribute these as well? My source says 
yes! I say, it’s still a rumor until the 
deal is signed and I get a press 
release. In other Acclaim news, the 
company cleared up its plans for The 
Crow (the game). Acclaim will be 
releasing THE SEQUEL to the Crow 
(not the original) for PlayStation, 
Saturn, and M2. Hey, I didn’t even 
know a sequel to that flick was being 
made! By the way, the Ultra 64 
Version is on the back shelf because 
Nintendo has yet to approve the con¬ 
tract for the game. 

Akira Returns! 

Lobotomy Software (a brand-new 
game company) has leaked its initial 
development plans. Lobotomy’s first 
game is Mutant Chronicles (the SNES 
version was in last issue) for the 
Saturn, PlayStation, and PC CD-ROM. 
MC will feature 30 action like Doom, 
but with more of a Contra feel to it. 
Next up is Ruins, which is coming to 


PLAYSTATION SEPTEMBER 0 OCTOBER RELEASES: 


Toshinden 
Disc World 
Extreme Games 
Kileak The DNA- 
Imperative 
Novastorm 
Ridge Racer 
Raiden Project 
Off World-Interceptor 
Total Eclipse 
Parodious 


Sheet Filter The Movie 
NBA Jam TE 
Wing Commander 3 
Power Serve 
Rayman 

WWF WrestleMania 

Jumping Flash 
Lemmings 30 
Mortal Kombal 3iociobem 
Wipeout 
Madden ‘96 


Cybersled 
High Octane 
Spot Goes To- 
Hollywood 
Alien TTilogy 
Alien Virus 
FIFA Soccer 
Goal Storm 
Revolution X 
Shockwave 
Viewpoint 



PlayStation 


Saturn, PlayStation, and PC Cl 
Finally, Lobotomy’s big game is goir 
to be Akira. Based on the spectacuL 
anime film, Akira will be a 30 moto 
cycle racing game which will inco 
porate those wicked bikes from tt 
movie. Akira is in development for tt 
Saturn, PlayStation and PC CD-ROf 
and will be released in the 2nd qua 
ter of 1996. 

SF III: Polygon Power? 

Recently a friend of mine fro 
Capcom called and told me soot 
more info regarding Street Fighter II 
He said that SF III will be a real-tim 
30 polygon fighting game just lit 
Virtua Fighter, and that the SF 2 gan 
play engine will be used instead 
something akin to the VF and Tekke 
tap-tap game control. SF III will t 
released in the 1st quarter of 199 
and will be available for horn 
release in the Summer of 1996. 

Never Hood Beaks from Shiny 

Several of Shiny Entertainment 
most prized artists and designers le 
the company to try it on their owi 
Designer Doug TenNapel and a fe 
other employees left Shiny to sta 
their own company, Never Hooi 
Steven Spielberg’s mighl 
DreamWorks has already bougl 
Never Hood, and the new developer i 
hard at work on its first game (drui 
roll)...that’s right, it’s called “Nevi 
Hood.” The game will be release 
first for the PC CD-ROM in the 3rd ( 


‘1 WANT MY MTV!” 



GAMEFAN’S IN DA’ HOUSE. 

Dana Gould and Rob Cohen, the 
creative force and voice behind 
Crystal Dynamic's smash hit 
“Gex”, got their 15 minutes in the 
MTV spotlight this month. 
Amongst the mayhem that is the 
MTV Malibu beach House, Dana 
and Rob gave host Bill Belamy a 
crash course in Gexology 101. 
The filming was packed with the 
usual behind the scenes chaos 
not excluding: hours of waiting 
for “just the right light” and a 
power failure due to an over 
excited stage hand. When asked 
for any “real dirt” regarding the 
“Gex” title, sources on hand from 
Crystal mentioned it’s eminent 
release on the Sega Saturn and 
PlayStation platforms, the first of 
which will be PlayStation. 
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ear Postmeister, 

In issue five of GameFan, I read that 
Umax had disbanded. Will there still be a 
mdstalker II for Saturn? And was Climax a 
ega exclusive third party? I hope you can 
led some light on the subject. 

What happened to Blue Seed? I haven’t 
sard anything on it so far. Is Sega plan¬ 
ing on releasing Astal here in the States? 
nything on Phantasy Earth? Is SquareSoft 
lanning on joining with Sega? 

Well, thanks for your time and keep up 
le good work. GameFan is the only maga- 
ne I rely on. 

nna Kamihara 
foodbridge, Virginia 

ear Anna, 

After creating the ultimate Action RPG for 
ie Mega Drive, Landstalker, Climax broke 
p. Some stayed, some left. The people 
iat left formed a new company called 
IAX, and developed Feda for Yanoman. 
hey are currently working on Feda for both 
'layStation and Saturn. Both are due in 
October, in Japan. The remaining members 
eveloped the dismal LadyStalker for Taito 
Super Famicom) and are now back where 
)ey belong working on Dark Saber, an 
\ction/RPG in the LandStalker perspective 
hint, hint), for the Saturn. 

Blue Seed is a really unique RPG, I’m 
ight in the middle of it. No one has picked 
I up in the U.S., but hopefully someone 
fill soon. Astal comes out in September 
nd Phantasy Earth is currently program¬ 
ing. SOA is already planning to release it 
<ere. Square is Ultra 64 bound. I doubt they 
fill ever work for anyone other than 
lintendo. That’s a good marriage, heck, 
hat’s a great marriage! I’ll probably never 
iet married because I have no nose and 
\unt cockroaches for sport. Whateva’. 

lear Postmeister, 

I’ve been reading your magazine for 
luite awhile now and indeed it is the best, 
'our coverage on the E3 blew me away! 
inyway, out of all the new systems coming 
lut, I plan on buying two of them, the 
iaturn and the Virtual Boy. I want the 
iaturn for the mega RPG power coming out 
Phantasy Earth, Ray Earth, Shining 
Visdom) and the VB for a new type of expe- 
ience. However, I have a few questions 
:oncerning these systems. First of all, is 
’hantasy Earth a full fledged Phantasy Star 
;equel? Also, when will it be coming out? 



mean? You’ve said that it can move at 
100,000 texture-mapped polys a second. 
But can it do conventional animation? Will 
games like Night Warriors and SF Alpha 
be translated into Ultra 64? My next ques¬ 
tion involves SGI graphics on the Ultra 64. 
What limitations, if any, are involved with 
SGI graphics? Also, can playable, real¬ 
time 3D environments ( not cinemas ), be 
made in SGI? The only games I’ve seen 
with SGI graphics are 2D, like DKC and 
Killer Instinct. I hope you can answer 
these questions somewhere in your mag¬ 
azine. I’m sure others are wondering the 
same. 


Now about the VB, will it be capable of han¬ 
dling detailed art like that found in 
ChronoTrigger? I know it would all be in red 
and black but imagine an RPG with trees, 
castles, and mountains practically scratch¬ 
ing your eye balls! Lastly, what’s the aver¬ 
age cart size for VB games? Thanks for your 
time. 

Stuart Finlay 

Montreal, Quebec, Canada 
Dear Stuart, 

Let ’s start with your Phantasy Earth ques¬ 
tion. In a recent visit from Sega not only 
did I voice the opinions of the posty min¬ 
ions regarding the serious lack of Sega 
RPG’s, but was able to extract the fact 
(Jack?) that Phantasy Earth is indeed a 
Phantasy Star spin off, so to speak... it will 
be different in many ways. Currently, 
Working Designs is interested in Ray Earth 
but have yet to ink a deal... we can only 
hope. Victor says it’s an awesome adven¬ 
ture, and if anyone knows an awesome 
adventure, it’s Victor (Victor Ireland is the 
pres, of WD). After seeing Shining Wisdom 
I don’t see how Sega could pass, It’s truly a 
remarkable Action/RPG. so count on that 
one. Shining Wisdom comes out in Japan 
on August 11th and shouldn’t require too 
much translating, so I hope to see it here 
before years end. This time around we are 
going to win the RPG battle. We won the 
FMV war didn’t we! See any FMV pain on 
Saturn... 

The Virtual Boy can and does sport 
detailed graphics. This is done mostly with 
shading, so the effect isn’t quite as dra¬ 
matic as in 256, but it is effective neverthe¬ 
less. The average cart size is 8-meg, the 
ceiling is unknown. Trust me, you’re going 
to love it! 

E3 was a gas, we can’t wait to do anoth¬ 
er one. We’re glad everyone liked our cov¬ 
erage. We ’ll do something even cooler next 
time. 

Finally, there’s no date yet on Phantasy 
Earth, but as soon as I get one you’ll be the 
first to know. Hey, why Phantasy and not 
Fantasy. Ever wonder about that Stuart? Me 
either. 

Dear Postmeister, 

I am a semi-proud owner of the Sega 
Saturn. However, the Saturn isn’t why I’m 
writing to you. My questions are about the 
Ultra 64. First of all, I know all of the specs 
for the machine. But what do they really 


Bryan Ochalla 
McFarland, Wisconsin 

Dear Bryan, 

The Ultra can indeed mimic games like 
NightWarriors and Alpha. In fact, sources 
at Nintendo say, quite effortlessly. 
Conventional animation or sprite based 
games are possible, whether anyone will 
make them is the big question. The lure of 
SGI is huge after the success of DKC. As 
far as limitations in reference to SGI, if 
you ’ve played Killer, you ’ll notice that there 
are no throws. It’s hard to make characters 
intertwine using SGI. Not to say teams like 
Square, and Rare won’t get around it. It’s 
hard to imagine a 64-bit SGI action game 
because there is no catalyst from which to 
draw a conclusion. No one has ever seen 
one. 

As for 3D, well, that’s a no brainer. The 
whole SGI/U64 sell is based on playing 
with those ultimate intro, graphics we’ve 
been watching on the other systems, in 3 
Dimensional environments. 

One of the first U64 games will be the 
new Mario. I’m sure that a lot of questions 
will be answered as soon as we get a 
glimpse at Miyamoto’s latest. Believe me, 
we are working feverishly to get some 
shots. Our source at Nintendo simply 
states, when you see an Ultra game it will 
all become crystal clear, and that the dif¬ 
ference compared to anything else out 
there is staggering. 

Don’t you just wanna’ see this friggin’ 
thing already! There’s gotta’ be some neg¬ 
atives or limitations somewhere! The thing 
only costs two hundred bucks! Either that or 
Nintendo has David Copperfield in their 
R&D dept. No offense DC, don’t pop in and 
make my systems disappear or anything. 



^Ijjte to jfjle oJJ I’ll JJIun fo\ 5 



5137 Clareton 


210 


Agoura Hills, Ca. 91301 


■M 



I Return this coupon with your next mail order (not valid on phone orders) and | 
receive $5.00 OFF your purchase. Please list alternatives when ordering by mail. _ 
| Not valid with any other offers or specials. This coupon is valid thru 9/30/95. No I 
copies accepted. If we can't fill your order within 30 days, we will return your " 
^rder, payment and this coupon to you. F9 [j 



Send us your old cartridges 

Receive a check back or purchase other titles of your choice 
Prices in this ad are good thru 9/30/95 


i i -i / SSO N ™ 

Used Cartridges 


PO’ED 

PRIMAL RAGE 
QUARANTINE 
QUARTERBACK ATTACKM.W24.00 
RAYMAN - 


ANIMANIACS 
ART OF FIGHTING 
BATMAN & ROBIN 
BATTLETECH 
BEAVIS & BUTTHEAD 
BEYOND OASIS 
BOOGERMAN 
CLAY FIGHTER 
COACH K BASKETBALL 44.95/22.00 
DEATH RTN SUPERMAN 44.95/25.00 
DESERT DEMOLITION 39.95/20.00 
DESERT STRIKE 34.95/15.00 
DOUBLE DRAGON V 34.95/14.00 
DUNE 44.95/25.00 

S 44.95/25.00 
44.95/25.00 


REAL PINBALL 
49.95/30.00 REBEL ASSAULT 
29.95/12.00 RETURN FIRE 
44.95/25.00 RISE OF ROBOTS 
34.95/14.00 ROAD RASH 
39.95/18.00 SAMURAI SHODOWN 


34.95/14. 

39.95/15.00 

34.95/14.00 

34.95/14.00 


ony 


_ 49.95/30.00 DOOM 

VIRTUA HYDLIDE 49.95/30.00 DRAGON'S LAIR 

29.95/15.00 VIRTUA RACING 49.95/30.00 DRAGON'S LAIR 2 

39.95/20.00 WING COMMANDER III 59.95/35.00 FIFA INTL SOCCER 

39.95/20.00 WORLD SERIES FLASHBACK 

44.95/22.00 BASEBALL 59.95/35.00 FLYING NIGHTMARES 39.95/20.00 SEALOF'THE'PHA'RAOH i^itTOO 

49.95/30.00 WORLDWIDESOCCER 39.9518.00 FOES OF AU 44.9525.00 SEWER SHARK 29951000 11THHOUR 

. “ . 1 GEX 49.9525.00 SHADOW - -- 

GUARDIAN WAR 29.9512.00 SHERLOCK HOLMES 
HELL 39.95/20.00 SHOCKWAVE 

HORDE 29.9513.00 OPERATION JUMP. 

IMMERCENARY 34.9514.00 SHOCKWAVE II 

IRON ANGEL OF APAC. 39.9518.00 SLAYER 

JAMMIT 34.9514.00 SLAM CITY 

S u S!i > ? r S gc»s msm MSMOOO sua; isr 5 

farthworm.hu “ 

coni. orccuvvunLU j3.S3ttU.uO 2|R CTP?Kt: P4Tnn| b ii'SSS LIFE STAGE 

GEMFIRE S0CCER 95 3JS«8 ba'IsinIbLACKeSsS ToW^OO ^SttREE 

STiTia 5E sss Scf cREE2 

ssss" sass 

JUNGLE BOOK 39.95/20.00 BRANDISH 0 39 4520 nn NEED FOR SPEED 

KAWASAKI SUPERBIKE 44.9525.00 SS^DISH 39.9520.00 whL HOCKEY 35 

KING OF MONSTERS 2 39.9520.00 ™™ E n . v ^U.OO N | GHT 
LIBERTY OR DEATH 4Umo gfllggfgra" ggSS "gOBM 

DEATH/RTN SUPERMAN 44.95/24.00 "° REB 


44.9524.00 WAIALAE GOLF 39.9520.00 

4995/3000 WAY OF THE WARRIOR 34.9514.00 
299513 00 WHO SHOT 

,44952400 JOHNNY ROCK? 34.9514.00 
49953000 WICKED 18 39.9520.00 

349514 00 WING COMMANDER III 44.9524.00 
34^9514.00 WORLD CUP GOLF 39.9520.00 
ZHADNOST 


34.9515.00 

PSX 


SUPER 
NINTENDO 


29.9512.00 SPACE HULK 
34.9514.00 SPACE PIRATES 
39.9520.00 STAR CONTROL 2 


29.9512.00 ALIEN TRILOGY 

29.9512.00 BALL BLAZER X _ 

34.9514.00 BATMAN FOREVER 49.9530.00 
34.9514.00 BATTLETECH 49.9530.00 

44.9524.00 BRAINDEAD 13 49.9530.00 

34.9514.00 DESTRUCVON DERBY 49.9530.00 
34.9514.00 FI ! 1AARDVARK 49.9530.00 
39.9520.00 FIFA INTL SOCCER 96 49.9530.00 
44.9524.00 GEX 49.9530.00 

39.95/20.00 HEART OF DARKNESS 49.9530.00 
39.9520.00 MORTAL KOMBAT III 54.95/34.00 
34.9514.00 NBAJAMT.E. 


UON KING . Ss.oo CLAY™ 

LOTUS TURBO CHALL 34.9514.00 


LOTUS II 
MAXIMUM CARNAGE 
MEGABOMBERMAN 
MICKEY MANIA 
MIGHT & MAGIC 
MORTAL KOMBAT 
MORTAL KOMBAT II 
MORTAL KOMBAT III 
NBA ACTION'95 
NBA JAM 


34.9515.00 


34951500 INTERCEPTOR 
S s OUT OF THIS WORLD 
PANZER GENERAL 


DEMON'S CREST 

44952200 KyKON^CNTRY SSSOO 
44 952200 DUNGEON MASTER 39.9520.00 IrlrnuprniP 
49953000 EARTHBOUND 44.9525.00 PM TOUR GOLF 

199510 00 EARTHWORM JIM 44.95/24.00 - 

39 9 5 4 00 ESPNSPEEDWORLD 44.9524.00 
54953200 EV0 39.9520.00 

44 9 525 00 FATAL FURY SPECIAL 44.9524.00 
19 9510 00 PIEVEL GOES WEST 

13.3S/1U.UU CILIA I CAMTACV 0 


29.95/12.00 STAR TREK NEXT GEN. 49.9530.00 RAYMAN 
34.95/15.00 STARBLADE 34.9514.00 RUN & GUN BASKET. 

22'95/j2.00 STRAHL 44.9524.00 SHOCKWAVE 

49.9530.00 SUPER STREET SHREDFEST 

39.95/18.00 FIGHTER II TURBO 34.9514.00 SPOT GOES HOLLY. 
34.95/14.00 SUP. WING COMMAND. 34.9515.00 TEKKEN 
49.9530.00 SUPREME WARRIOR 34.9514.00 TOSHINDEN 
3A-95m.OO SYNDICATE 34.9514.00 VELOCITY MAXIMUM 

29.9512.00 THEME PARK 34.9515.00 WAR HAMMER 

VIRTUOSO - -- -- 


49.9530.00 

49.9530.00 

49.9530.00 


49.9530.00 
49.9530.00 
54.9532.00 
54.9534.00 
49.9530.00 
54.9532.00 
WING COMMANDER III 59.9535.00 


34.9514.00 VR STALKER _ _ 34951400 WWF WRESTLEMANIA 549532.66 

111! r Now Buying PC CD-ROM Titles 

49.9530.00 * E-Mail title list to BRESW@AOL.COM for price quote . 


NBA JAM TOURN EDIT. 44^2500 


NBA LIVE'95 
NEW HORIZONS 
NFL QUARTERBACK 
NHL HOCKEY'95 
OPERATION EUROPE 
P.T.O. 

PGA TOUR GOLF 3 
PHANTASY STAR II 
PHANTASY STAR III 
PHANTASY STAR IV 
PITFALL MAYAN ADV. 
POWER RANGERS 
PRIMAL RAGE 
PUNISHER 
RADICAL REX 
RISE OF ROBOTS 
RISK 

ROAD RASH 2 
ROAD RASH 3 
RUGBY WORLD CUP 
SAMURAI SHODOWN 
SAT SLAM MASTERS 
SHINING FORCE 
SHINING FORCE 2 
SONIC HEDGEHOG 3 
SONIC 4 KNUCKLES 
SONIC SPINBALL 


39.9520.00 

44.9525.00 

49.9525.00 

34.9515.00 

44.9525.00 

39.9520.00 


44.9524.00 

39.9520.00 

44.9520.00 

44.9524.00 

39.9520.00 


44 952500 FINAL FANTASY 3 
49 952500 FLASHBACK 
34951500 HAGANE 

34 95 500 ELUSION OF GAIA _ 

44 952000 INDIANA JONES GREAT. 39.9520.00 
49 9525 00 INCREDIBLE HULK 39.9520.00 

49 952500 ITCHY 4 SCRATCHY - 

39 9515 00 JUDGE DREDD 
39 05 5 00 JUNGLE BOOK 
4995/2500 JUNGLE STRIKE 

44 952200 JURASSIC PARK 2 _ 

44 9524 00 JUSTICE LEAGUE TASK 44.9522.00 
49 9530 00 KILLER 'NSTINCT 49.9530.00 
39 9520 00 KIRBY'S DREAM COURSE34.9515.00 
39952000 KIRBY'S AVALANCHE 34.9515.00 
44952500 LION KING 44.9524.00 

44 952500 LORDS OF DARKNESS 44.95/24.00 
39 9520 00 LORD OF THE RINGS 39.9520.00 
49953000 LUFIA 44.9522.00 

34 9515 00 MAXIMUM CARNAGE 34.95/15.00 
39 952000 MEGAMAN X2 44.9522.00 

SS:*) tlj^L^RAC'NG 34.9515.00 
39 95/20 00 MICKEY MANIA 44.9522.00 

49 9525 00 MIGHT & MAGIC III 54.9530.00 
29 951400 MORTAL KOMBAT 29.9512.00 
34 95 500 MORTAL KOMBAT II 39.95/20.00 We 
29 95 0 00 MORTAL KOMBAT III 
"•fr'YW NRA.I4M 


Trade in your old game 
systems & cartridges for: 

Saturn 

Sony PSX 


AQQ 5 / 3 n no We wil1 bu y back y our 0ld videogame systems and cartridges. We buy all cartridges, call for 
SPiDERMAN (ACCLAIM! 44 95/2166 nba jam ' " Saoo !l tles lhat are not ' isted in this ad ' Receive a chec k back or purchase a BRAND NEW Sega 

STARTREKTNG 29951400 nba jam tourn edit. 44.9522.oo Saturn or Sony PSX. You may pay the difference between the value of your systems/cartridges 
streets of rage 3 34.95/i4:oo E ! 9E 44.9522.oo and new system with a check or money order, credit cards will not be accepted as payment 

iilSu, IS 

TECMO SUPER HOCKEY 34.9515.00 ^NAGAS AMSiTiON 49.95/25.00 


39.95/20.00 

49.95/30.00 


OPERATION EUROPE 


THEME PARK 
TNN BASS TOURN. 

TOEJAM & EARL 2 

TOP GEAR 2 os.sa/cu.uu 

TOUGHMAN CONTEST 44.9525.00 SSS/ KY & ROCKY2 

TRIPPLE PLAY ’96 39.9520.00 

UNCHART. WATERS 39.9515.00 PGVYER RA N GERs 2 

URBAN STRIKE 39.95/20.00 

VIRTUAL BART - 

WORLD SERIES'95 
WORLD HEROES 

WWF RAW 39.95/20.00 


THE MOVIE 
PRIMAL RAGE 
44 95/22 00 ™SE OF ROBOTS 
34951500 r OBOTREK 
J4.9515.00 rom. 3 KINGDOMS 2 


vvvvrnnvv oa.ro/cu.uu nnu oi/iKirnniro 

X MEN 2 CLONE WARS 39.95/20.00 fflKiHSRSSi 


SEGA 

SATURN 


49.9530.00 
44.95/20.00 , 
39.9515.00 1 
44.9524.00 
44.9522.00 | 
44.9524.00 

49.95/30.00 
49.9530.00 
44.95/22.00 , 
39.9520.00 
44.9520.00 

--- 49.9524.00 ’ 

SAMURAI SHODOWN 44.9522.00 
SECRET OF EVERMORE 49.9530.00 
SECRET OF MANA 44.9525.00 

SOUL BLAZER 
SPIDERMAN ' 

STAR TREK 

STAR FLEET ACADEMY 49.95/30.00 
SUPER BLACK BASS 49.9530.00 
11THHOUR 49.9530.00 SUPER BOMBERMAN 2 39.9518.00 

ALONE IN THE DARK 2 49.95/30.00 SUPER CAESAR'S PAL 44.9522.00 

BASKETBALL'95 49.9530.00 SUPER PUNCH OUT 39.9520.00 

BATMAN FOREVER 49.9530.00 SUPER RETURN OF JEDI 34.9515.00 

- -- SUPER STREET FIGHT2 34.9515.00 

49.95/30.00 TECMO BASEBALL 44.95/22.00 
49.9530.00 TECMO SEC OF STARS 49.9530.00 
49.9530.00 TECMO SUPER BOWL II 49.9530.00 

44.9525.00 TETRIS 2 - 

_ 49.9530.00 TETRIS/DR MARIO 

CLOCKWORK KNIGHT 39.9520.00 TNN BASS TOURN. 

CONGO 49.9530.00 TOP GEAR 3000 

CYBERIA 49.9530.00 TRUE LIES 

DARK LEGENDS 49.95/30.00 TURNS BURN 
DARKSTALKERS 49.9530.00 VIRTUAL BART 
DAYTONA USA 39.9520.00 WOLVERINE 

FIFA INTL SOCCER'96 49.9530.00 WORLD HEROES 2 
GEX 49.9530.00 WWF RAW 

GHEN WAR 54.9532.00 X MEN 

HEART OF DARKNESS 49.9530.00 
LEGACY OFKAIN 49.9530.00 

MORTAL KOMBA TII 54.9530.00 

MYST 54.9532.00 

NBA BASKETBALL 49.9530.00 

NBA JAM TOURN. EDIT. 54.9532.00 ._ 

NHL ALL STAR HOCKEY 49.95/25.00 
PANZER DRAGOON 39.95/20.00 A L°NE IN DARK 


We Buy 

$35 

$30 

$40 

$45 

$150 

$225 

$200 


BATTLETECH GRAY 
DEATH LEGION 
BRAINDEAD 13 
BRUTAL 2210 
BUG 
CASPER 


Genesis core system 
Sega CD (with cables & plates) 

Super Nintendo core system 
Jaguar core system 
3DO (any model w /1 control pad) 

Saturn (w /1 control pad, AV cable) 

Ip£eK(acoaim) 49 . 9530:00 Sony PSX (w /1 control pad, cables) 

Above are buyback prices only. We do not sell used systems. Systems must include 
1 Control Pad, AC Adapter and RF Cable. Sega CD systems must include all cables 
and plates. Additional controllers also purchased. Defective systems will be returned 
at your expense ($ 10.00 minimum). $ 10.00 will be deducted for each missing or 
defective controller, AC adapter or RF cable. 

To Sell Cartridges 

39 - 95^00 1 . On a full sized piece of paper, write your name, complete address, phone number and a list 
49 9530 on of al1 the cartrid 9 es with the buy back prices you are selling. 

49952500 2 ' lf y° u would like ,0 P urchase cartridges with the money or credit received, list the titles you 
44:9522:00 would like t0 ord e r on the same piece of paper. 

44.9522.00 3 . Pack your cartridges, all paperwork and bonus coupons in a box. Send the box to the 
39 952000 address be,ow b y upS or registered mail. Be sure to include the 'Dept #’ on the outside of your 
39952000 Package. 

44.95/25:00 4 . Your check will normally be mailed within 3-4 working days of receiving your cartridges. 

q r\ jr\ To Buy Cartridges 

m/M J m. M 1 . On a full sized piece of paper, write your name, complete address, phone number and a 

nf all tho rartriHnoc unn u/milH III to to orMor TV, monA nnwu.MnM ot ....... 


PEBBLE BEACH 
GOLF LINKS 
PRIMAL RAGE 
PRIMETIME NFL F/B 
RAYMAN 
ROAD RASH 
ROBOTIKA 
RUGBY '96 
SHOCKWAVE 
STREET FIGHTER 
LEGEND 

STREET FIGHTER 


ALONE IN DARK 2 
44.9520.00 n A }?L ES 
59.95/35.00 ™LLZ 
54.95/32.00 BA ^- E CHESS 
49 95/30 00 “OS FEAR 
54*9532 OO BRAINDEAD 13 
49 95Q0 00 BURNING SOLDIER 
49953000 CARRIER FORTRESS 
49953000 CLAY FIGHTER II 
<ra.s:wu.uu pnppQP i/n i cq 


CORPSE KILLER 
54 9532 00 CRIME PATROL 
D4.9532.00 CYBERCLASH 

INTERACTIVE MOVIE 54.95/32.00 CTSERO/LLO 
mmoo 49.9MO.OQ 


of all the cartridges you would like to order. To speed processing of your order, list an alternative 
2995/?2on for each ti,le y° u are ordering. 

44 952500 2 - Calculate the total for the cartridges you wish to order, including shipping & handling charges 
39.95/20:00 ($ 7-00 for the first cartridge, $ 1.00 for each additional. Alaska, Hawaii, PR, APO, FPO, PO 
39 .95/20.00 Boxes double shipping & handling charges). California residents add 7 . 85 % sales tax. 

39 Q52n nn 3 ' Allow 21 da y s for personal checks to clear - send money order for fastest processing. 
44:9524:00 4 - Send y° ur order t0 ,h e address below. 

44.9524 00 Send your Cartridges/Orders to: 

49.9530.00 _„ _ _ _ 

li! BRE Software 

Dept F9 

352 W. Bedford, Suite 104 
Fresno, CA 93711 


44.9524.00 

39.9520.00 

44.95/24.00 

34.9514.00 


Credit Card Orders Call (209) 432-2684 


Jn??A n newer aRd ma y or may not be available, please call for availability. All Used Genesis, Game Gear, Game Boy, Super Nintendo, Jaguar, and 

3 DO Cartridges/CDs must include box, instructions, and any hint books/maps that were included with the game. We will deduct $ 2.00 for each SNES cartridge 
wtoouta cardboard insert and $ 5.00 for broken CD cases. Cartridges without box, instructions, etc will be returned at your expense. Cartridges/Discs not in 
resellable condition or with evidence of rental store stickers will be returned at your expense. We pay cash for Genesis, Game Gear, Super Nintendo, Jaguar, and 

.inn Mrtrirtnpc A kori CartriHnoc hauo o on nAV lAHIDDSKITV ____ __._,_.... X _. _ , 


n j . . -i, ----- -,---..... w. w—— »v, u ^,e shipping charges. We’do not ship to wanaua. uaniuniia 

Residents add 7 . 85/ 0 tax. No COD s. Prices are for mail order only. If we do not receive your package by 9 / 30/95 or your game titles are not listed in this ad, you 
will be paid from our current catalog/price list. Prices are based on 1 copy per title, to buy or sell in quantity, contact our wholesale dept. To receive prices in this 
QvnnT/ooSn the ‘Dept, fromthis; ad on the OUTSIDE of your package. If you are unclear about any of our policies, procedures or prices, please call. 
FAX ( 209 ) 432 - 2599 . Internet: BRESW@AOL.COM Super Nintendo is registered trademarks of Nintendo of America Inc. BBS ( 209 ) 432-9619 - 2400 Baud 



5137 Clareton Dr. Ste. 210 
Agoura Hills, CA 91301 


Please have your Visa or Mastercard ready. 

Canada and Mexico orders add $20.00 U.S. funds. Allow 6 to 8 
weeks for your first issue, CA residents add 8.25% sales tax 
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What do you want from your 
game dealer? You want a 
wide selection. You want fast 
delivery. And you want 
friendly people who know 
games. That’s why 
Gameware Express is here. 

We can shij overnight far [ust 
$6, Na hidden casts.. Qur 
selection isse^if^tWhe. 

game gnth|p!^ wh|qre 
hapfjfo hip find jusgjhe, 


J&par System 
Jaguar CO System 
w-Predator 
Battfemssph CD 
Battfespltee 
Ogfer.der J?.0.00 
Demolition Wan £8 
Doom 

lks§an's lair £0 
F%fit For life 
Flashback 
Highlander £0 
Iron Soldier 
Myst CD 
Phase Zero 
Pitfall 

Power Drive Rally 
Rayman 
Space Wars 
Tempest 2000 
Ultra Vortek 
White Men Can’t Jump 
AND MANY MORE... 


Batman Forever 
Battletech 

Castlevania Dracula X 
Chrono Trigger 
Congo 

Donkey Kong Country 2 
Doom 

Earthworm Jim 2 
fmmit Smith Football! 
Frank Thomas Baseball 
Killer Instinct 
Knights of Justice 
Mega Man 7 
Masiai Kombat HI 
primal Rage 
S>.eset oE Evermore 
Tecmft Super Bawl Ilf 
VVeajjuwfastt 
ANQ MANY MQRF-K 


So ay Playstation System Call 

Combat Call 

Battle Arena TesEundet* Call 

CfHetrsled Call 

Bartsfaifeers Cali 

Destruction Derby Cali 

ESPN fcrtrena Barnes Cali 

Jurapmg Flash Call 

^, 33 Cali 

Imperative Call 

MarSfifcmbat Hi Call 

MBA JAM IF. Call 

NFL Quarterback Club 36 Call 

Parodius Cali 

Primal Rage Call 

Raiders Call 

Ray man Call 

Razor Wing Call 

Ridge Racer Call 

Romance of 3 Kingdoms III Call 

Tekken Call 

Twisted Metal Call 

War Hawk 
AND MANY MORE... 


EiBME 


Batman Forever 
Casper 

Oeep Space Nine 
Demolition Man 
Earthworm Jim 2 
Frank Thomas Baseball 
Mortal Kombat III 
Primal Rage 
Revolution X 
Samurai Showdown £Q 
Spiderman Venom 
Weapanlord 
Batman Forever 132X* 
Blackthorne (32X) 

C2: Judgment Clay (32X) 
Totally Brutal (32X1 
AND MANY MORE... 


300 System 

C2; Judgment Clay 

Daedalus Encounter 

Doom 

11th Hour 

GEX 

Immercenary 
Madden football 
Road Rash 
Space Hulk 
Wtn§ Commander 111 
mm MANY MORE... 


Saturn System 

Astral 

Bug 

Clockwork Knight 
Daytona USA 
Ghen War 
Gotha 
Myst 

NBA Action '95 
Panzer Dragoon 
Prime Time NFL Football 
Victory Goal 
Virtua Fighter II 
Universal Adapter 
AND MANY MORE... 


gameware 


:t vet f.rar-ge. All sales final. Uusiara iisidzm &(£4 4VU.v&»v*?:,-fegft 


Visa. MasterCard, Money Orders and Personal Checks accepted. Add $7 for C.O.D. Price & availability 



Sony PSX • Saturn 

%T 


C.O.D.’s WELCOME 


Prices subject to change without notice NO REFUNDS 90 day warranty on games and systems. During warranty merchandise is 
replaced with same item. We reserve the right to refuse any sale or purchase. SNES is a registered trademark of Nintendo of America Inc. 


PHoNe oRDeRS CaLL 



































TRADE NEW 
& USED 
GAMES. 


m BRIDLE TRI 
YOUNGSVILLE 
N.C. 27596 


3D0 


SATURN 


PLAYSTATION 


SUPBM?i> PENDO 


Air Cavalry 

Air Strick Patrol 

52.00 

52.00 

Barbie Vacation 

55.00 

Bass Masters Classic 

Big Hurt Baseball 

Boogerman 

Bret Hull Hockey '95 

Deup Space Nine 

DirtTrax FX 

Donkey Kong Country 

66.00 

66.00 

55.00 

57.00 

53.00 

57.00 

56.00 

Larthhound 

59.00 

ESPN National Hockey Night 
EXOSQUAD 

Final Fantasy III 

Gretzky and NHLPA All Stars 
Hagane 

Head On Soccer 

56.00 

56.00 

58.00 

68.00 

53.00 

59.00 

54.00 

Illusion Ol Gaia 

58.00 

Jimmy Houston’s Bass 

63.00 

Jungle Strike 

53.00 

Judge Dredd 

57.00 

Justice League 

62.00 

Kawasaki Superbike 

56.00 

Kirby's Avalanche 

46.00 

Knights of Justice 

05.00 

Looney Toones B-Ball 

62.00 

Mega Man X 2 

55.00 

Metal Warriors 

54.00 

Mickey’s Playtown 

57.00 

Might & Magic III 

59.00 

Mortal Kombat II 

58.00 

Mutant Chronicles 

60.00 

NBA Jam Tournament Edition 

59.00 

NCAA Final Four 

55.00 

Ogre Battle 

53.00 

Polly’s No Fear Racing 

54.00 

Phantom 2040 

56.00 

Prehistoric Man 

52.00 

Primal Rage 

64.00 

Power Rangers - The Movie 

59.00 

RHI Roller Hockey 

56.00 

Seaguest DSV 

57. 00 

Secret Ot Mana 

59.00 

Spiderman T.V. 

58.00 

Sporting News Baseball 

53.00 

Stargate 

64.00 

Star Strek (Star Fleet Acd) 

55.00 

Super Bases Loaded 3 

59.00 

Super Punch - Out 

52.00 

Super RBI Baseball 

55 no 

OVVill [\dlo 

Syndicate 

54.UU 
51.00 

Tecmo Secret of the Stars 

56.00 

Theme Park 

51.00 

The Horde 

51.00 

The Mask 

58.00 

True Lies 

60.00 

Turlio Times 

54.00 

Warlock 

58.UU 

Wild Guns 

56.00 




Barbie Vacation 
Barkley Shut Up & Jam 2 
Bass Masters Classic 
Batman Forever 
Batman & Robin (Ailv. of) 
Beethoven 2 

Beyond Oasis 
Bio Hurt Baseball 
Boogerman 

C<»ach K - College Basketball 

Comic Zone 

Deep Space Nine 

Desert Demolition 

Earthworm Jim 

Ecco Jr 

EXOSQUAD 

George Foreman Boxing ‘95 

Gretzky & NHLPA All Stars 

Hardball ‘95 

Head On Soccer 

Jack Nicklaus “95 

Judge Dredd 

Justice League 

Kawasaki Superbike 

Lemmings 2 

Lion King 

Mortal Kombat II 

Mutant Chronicles 

NBA Jam TF 

NCAA Filial Four 

NFL Uuaterback Club 

NFL Team Heroes 

NHL Hockey ‘95 

Payne Stewart Pro Golf 

Phantasy Star IV 

Phantom 2040 

Pitfall 

Primal Mage 
Hiso Ul I he Hubots 
Hoad Rash 3 
Seaquest DSV 
Skeleton Krew 
Slam Masters 
Spiderman TV 
The Flintstones 
The Punisher 
I he Shadow 
Theme Park 
Triple Play Baseball 96 
True Lies 
Weapon Lord 
Warlock 
Wolverine 

World Series Baseball *95 

WWF Haw I 
X Men 2 


55.00 
55.00 
58.00 
59.00 
53.00 
54 00 
62 .UU 
64.00 
52.00 
56.00 
60.00 
51.00 
44 no 
55.00 
45.00 
54.00 
54.00 
52.00 
50.00 
54.00 
45.00 
6U.U0 
62.00 
53.00 
54.00 
53.00 
58.00 
59.00 
57.00 
53.00 
49.00 
55.00 
53.00 
56.00 
74.00 
56.00 
58.00 
64.00 
58.00 
50.00 
55.00 
56.00 
53.00 
53.00 
51.00 
50 00 
51.00 
46.00 
60.00 
54.00 
58.00 
47.00 
56.00 
61 00 
62.00 
50.00 


Braindead 13 
Chess Wars 
Clayfighter II 
Corpse Killer 
Creature Shock 
Doom 
Drug Wars 
11th Hour 
Flymg Nightmares 

Hell 

Killing Time 

Kingdom: The Far Reaches 
Pan/er General 
Quarantine 
Kise of the Robots 
Road Rash 
Robinson's Requiem 
Slam ‘n Jam ‘95 
Space Ace 
Space Pirates 
Syndicate 

Winy Cummandcr III 


52.00 
48.00 
52.00 
48.00 
52.00 
5? 00 
52.00 
52.00 
52.00 
52.00 
52.00 
52.00 
52.00 
48.00 
35.00 
55.00 
58.00 
55.00 
52.00 
52.00 
52.00 
5? 00 
52.00 


Astal 
Battle Monsters 
Blue Seed 
Clockwork Knight II 
Gran Chaser 
Last Gladiators - Pinball 
Parodius 

Power Baseball ‘95 
Pretty Fighter X 
Shinobi 

Virtual llyriliric 


Saturn 


85.00 
85.00 
80 00 
/5.00 
85.00 
85.00 


85.00 
85.00 
75.00 
00 00 


Playstation 


Ace Combat 
Cybersled 
Arc The Lad 
Boxer’s Road 
Fantastic Pinball 
Uundam 

Gunner’s Heaven 
Jumping Flash 
Kileak The Blood 
King’s Field 
Nightstriker 
Plnlasoma 
Haiden Project 
Ridge Racer 


95.00 

99.00 

95.00 

95.00 

65.00 

99.00 

95.00 

95.00 

99.00 

99.00 


Alone in the Dark CD 
Knuckles Chaofix 
Mortal Kombat II 
Motherbase 
Motocross 
NBA Jam TF 
NFL Quarterback Club 
Power Rangers CD 
RBI Baseball ‘95 
Shadow Squadron 
Totally Brutal 
Toughman Contest 
WWF Rawl 


55.00 
59.00 
54.00 
54.00 
49.00 
60 00 
58.00 
50.00 
57.00 
59.00 
55.00 
57.00 
60.00 


Neo Geo CD 


Aero Fighters 2 

Aggressor's Of Dark Kombat 

Double Dragon 

Fatal Fury 3 

Galaxy Fight 

Karnov's Revenge 

King Of Fighters '94 

Ninja Commando 

Power Spikes II 

Robo Army 

Samurai Showdown 2 

Savage Heiyu 

Street Hoops 

Super Baseball 2020 

Super Sidekicks 3 

Top Hunter 

Top Player’s Golf 

Viewpoint 


75.00 
75.00 
80 00 
60.00 
85.00 
80.00 
80.00 
75.00 
75.00 
70.00 
80 00 
60.00 
75.00 
70.00 
80.00 
75.00 
64.00 
75.00 


WE WANT YOUR 
USED STUFF 


CALL FOR ANY TITLES 
NOT LISTED. 


! DIJO»VER 


95.00 1 



99.00 

99.00 


MasterCard 



FATBOY VIDEO BUY / SELL / TRADE POLICY: We warranty our games fc» 90 days Irom purchase. Prices and availability are subject to change with out notice. We have Ihe right to refuse: any sale, buybE 
tiailn. Merchandise must arrive in satisfactory condition err will he rrenl har k al irwnrrrs/contlunr expanse Price quotes nnd nrrth ft are only good for 10 day-. Pathoy Video r. lint recponcihlo for cafe receipt of your gamos« cyst 




















now you cm 

PLAY ANY 
.3AT URN 
3 OPT WARES ON 
ANY SATURN 
SYSTEMS WITH 
THE 


^NOW\ 
/YOU CAN > 
fr».AY IMAOKT 

I GAME# ON 

V any#eoa . 
jXEATUENV 


Am lasiiM w unis iu l-lay mu uiw 

SAWN <mM§ ftttMU JJiMN!' 


U. S. SYSTEM 


Iflun 

t'OK IOTA'. r,v r;GMPATA 9 ILtr f 


UNIVERSAL 
ADAPTOR 
15 NOTAN OFFICI 
SEGA PRODUCT 


1 AlimiSt! 


Coming in August: 

Super Street Fighter Real Battle 
Clockwork Knight 2 
Virtual Volleyball 
TV Anime Slum Dunk 
Race Driving 

Shining Wisdom (Sega RPG) 
Graduation Neo Generation (RPG) 
Ridgload (RPG) 

Blazing Tornade (Wrestling) 
Twinbee DX (Shooting) 

Kyetenkai (Pinball) 

Bugs (Action) 

CALL FOR MORE TITLES ... 


BATTLE MASTER 

$89.99 


SUIKOENBU SUPER STREET FIGHTER MOVIE 

$89.99 $89.99 


NEKKETSU OYAKO 

$79.99 


JVC BOXING PARADIOUS 

$79.99 $59.99 



VIRTUA FIGHTER REMIX 

$59.99 


CLOCKWORK KNIGHT II 


PRETTY FIGHTER X 

$79.99 


PANZER DRAGOON 

$59.99 


DEADALUS 

$69.99 


GRAN CHASER 


SHIN • SHINOBIDEN 


ASTAL 


CALL FOR MORE TITLES! 


*JAPAN 

VERSION~~$399 

•U.S. 

VERSION— $349 


yurormre 

QUSTEE3 


PS DRAGON BALL Z BATTLE 


PS COSMIC RACE 


PS ARC THE LAD (RPG) 

PS PHILOSOMA 
PS ZERO DIVIDE 
PS H. FORMATION SOCCER 
PS GROUND STROKE 
PS KING FIELD 2 
PS POWERFUL BASEBALL 
PS A. IV EVOLUTION 
PS RAYMAN 


PS ACE COMBAT 
PS TEKKEN 
PS JUMPING FLASH 
PS GUNDAM 
PS PERFECT ELEVEN 
PS PARADIOUS 
PS GUNNEN HEAVEN 
PS NEKKETSU OYAKO 
PS M. BEAST WARRIOR 


PLAY SUPER CHEAT WITH THE ACTION REPLAY: 

w “KING FIELD” 

-ALL WEAPONS ARE ACTIVE AND YOU HAVE 
EXTRA ENERGY. 

w “RIGER RACER" 

-PLAYEXTRA CARS. 


AND MORE! 


MOTORTOON 


RAIDEN PROJECT 


KILEAK 


MAZIN 


“ULTIMATE PARODIUS" 

-256 LIVES FOR BOTH PLAYER 1 AND 2. 


SONY PLAYSTATION 



( TomM 6 ) 


FOR DEALER AND 
WHOLESALE 
INQUIRES: 

TEL:818-839-8755 OR 
FAX:818-839-8751 


TO DriDSri CALL 818-S89-8755 

ORDER FORM 

^ jU* e '-- Shipping Charges 

Address: - --- UPS Ground 

City: State Zip . $ Rm 

Home Phone( ) Davtime Phone( ) 

Item Description 

Qty 

Price 

Totals 

UPS txpress Air 
$12.00 

□ 

visa 

□ 

Mastercard 

TOMMO CATALOG 


$10 


UNIVERSAL ADAPTOR FOR SEGA SATURN 


$59 










Subtotal 


CA Residents Sales Tax 8.25% 


Postage & Handling 


Total Enclosed 


C.O.D. & MONEY ORDER ACCEPT. 


Important! Send all orders to: signature credit card# Exp.Date 

Tommo Inc. 18521 E Gale Ave. City of Industry CA. 91748 


ALL NAMES AND LOGOS ARE THE REGISTERED TRADEMARKS OF THEIR RESPECTIVE COMPANIES. 













































































YOU'VE GOT IT ON YOUR HANDS. YOU 
DON'T HAVE ENOUGH OF IT. YOU'VE GOT 
IT ON YOUR SIDE. YOU'RE PRESSED FOR 
IT. YOU SPEND IT. YOU WASTE IT. IT'S 
IN. IT'S OUT. IT'S NOW. IT'S PAST. IT'S 
RUNNING OUT. IT'S DRAWING NEAR. 


CHRONO TRIGGER". IT'S ABOUT TIME. 





SHE 

■M 



W, 


iv3y 

£ 

£'-- * ' ' ' 





3QUAJ2ESOFT 
























Wrel 


Meat! 


Standing naked on a Jj£ glacier, 
munching on tribesmen, j| you sense that 
something really bad\% | coming. 
Suddenly, a daw-happy raptor comes screamin' 
out of nowhere to slice and dice you into 
gorilla cold cuts. Before he can rip your face 
off, you nail the lizard breath with a crushing 
brain bash. Just another day. 

It’s Primal Rage. 


With all the flesh-ripping fighting 
moves, action and fatalities that 
made the arcade hit #1. It's new. 
It's different. It has Flying Butt Slams and 
Farts of Fury. Deadly multiple combos to 
pound your opponents into submission. 
Unbelievably realistic character 
animations. And of course, Power Pukes, 
Gut Gougers, and Face Rippers. 

Primal Rage. For Sega™ Genesis™ 
Super NESfGame Gear™GameBoy,® 
and PC CD-ROM. 


UT’+W sMwj Carnatfe! 




Primal Rage™ & © 1995 Atari Games Corporation. Licensed to Time Warner Interactive, Inc. Sega, Genesis, and Game Gear are trademarks of Sega Enterprises, Ltd. Super NES and Super Game Boy are registered trademarks of Nintendo of America, Inc. All rights reserved. 









